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What is experience? ` Jeee E 
Pretty much what you’d guess — credit for ; ; = 
killing things and completing quests. ©  Foe's Level Experience — 

= — Drake’s Level Multiplier B 
How much experience do I get for killing Is Sor nor AO 1m 
something? [el EE a 
Each foe has an experience value, listed in its Gi 1S S 
individual stats and in the stat table on pp. El — Ad — S 
108-111. Each foe also has a “level” assigned Œ 2 12 5 
to it. If you’re at the same level as what you Oo ——— I] 
kill, you get credit for exactly that much expe- E — U S 
rience. For example, if you kill a Dasher BE —A ID _ = 
Ranger (level 5) while you're at experience js —A — B 
level 5, you get exactly 2500 experience. 5 ee SEER E 
However, if you kill a higher-level foe, you m E 0.1 B 
get credit for even more experience. If you're |=] -6 or less No experience Ñ 
at level 2 when you kill the Ranger, you get a [al S 
40% bonus — 3500 experience, rather than E Positive numbers mean the foe is tougher S 
just 2500. On the other hand, if you kill a = than Drake. Negative numbers mean the foe a 
foe that's three levels lower than you, you as is weaker than Drake. K 
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only get credit for 60% of the listed value — < = 
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1500, rather than 2500. 
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What does experience give me? 


As you gain experience (XP), you gain experience levels. With each new level, your 
Health, Mana and Strength increase. More often than not, you also get a higher damage 
bonus (when you strike in melee or ranged combat). 


Wi Hd 4 
| 5 Here's the chart of what happens as you gain each new level: B 

al Drake's | Drake's Max Max Strength Melee Ranged a 

= Level XP Health Mana Damage Damage E 

El Total Bonus Bonus a 

5| Start 0 100 — 100 30 - - EN 

El / 8,000 121 116 32 = = B 
GR 16,800 146 135 34 - E E iium 
3 27,280 17 1% 36 +10% 2 i] LT 
al 4 40 488 214 181 38 +20% — a) 
EE 57,745 259 210 40 +20% +5% al 

E ó 80.776 — 314 244 42 +30% +5% S 

fal 7 111,885 380 283 44 +30% +5% E 

E 8 154,182 459 328 46 +40% +5% 5 

El 9 211,898 556 380 48 £50% +5% ia 

[| 10 290,803 673 441 50 +50% +10% R 
CEPS 398,789 814 512 52 +50% +10% CNN 
El 12 546,654 985 594 54 470% +10% B ^. 
i 13 749,184 — 1192 689 56 +70% +10% D 

E 14 1,026.632 1442 799 58 +70% +10% 5 

ei Lë 1,406,744 1745 927 60 +80% +15% t) 
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Character Development 
Crusaders of Might and Magic requires 
think not just about whether you'll be c 
next corner, but also whether you'll still be abl: 
monsters three or four quests down the road. ` 


You advance in three ways throughout the game 


increasing your overall experience level. You gain ex 
foes. pue 


Second, by finding significant items like talismans, a 


and spells. More and more powerful weapons and arm 
overall. uod 


Finally, you must individually increase your skill with w 'apone 
There are up to 15 ranks of proficiency with each weapon (see p 
up to five ranks for each spell (see pp. 17-20). po v 


EE 


Your magic and combat skills are increased through actually using th 
combat. There are not enough fights in the game to allow vou to get 
mum level in everything. However, to survive and triumph at the en 
game, you'll need to “max out" your most important skills. Recogr 
those skills are, and managing their development sensibly, is a major 


the long-term strategy of the game. 


The limited amount of experience in the game is yet another reason to en 
and destroy any foe you happen across (see Be Aggressive, p. 9) rather th 
outrunning or evading it, as long as you have a reasonable chance of s 
Don’t get impatient and start blowing past those “easy” creatures you kno 
you can take, either. Such low-key fights offer you an important opportun 
either optimize you key skills, or to get a little extra “oomph” in secondary 
skills that are useful at medium level. And anytime you fight, you Z 
gain overall experience. 
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Crusaders of Might and Magic 


Weapon Ranks 


What is a weapon rank? 


Whenever you strike with a weapon and it causes even one point of damage to a foe, 
then you gain “weapon experience” with that weapon. You accumulate experience in each 
individual weapon, so you get better with the weapon(s) that you use most often — more 
experience means a higher “weapon rank.” 


Each weapon strike that inflicts damage adds 10 points of weapon experience to that 
weapon's ranking. However, this swing is modified according to the Experience Multiplier 


chart on 4, so that you get less 
experience against feeble oppo- 
nents, and you learn more from 
stronger opponents. 
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Weapon Weapon 


What dogs a higher weapon rank 
do for me? à 


Weapon skill ranks increase the 
weapon's damage and (for melee 
weapons) how fast you can 
strike with that weapon. These 
multipliers are in addition to 
your regular experience level 
bonus. If you're at experience 
level 3 and have weapon rank 5 
with your mace, you get a 4096 
damage bonus (10% + 30%) with 
every blow. 
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HINT 
Weapon Skills 


The most important thing about developir 
weapon skill “maxed out” by the end of the ga 
max out every weapon, it’s important that you 
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Which weapon is best? Playtesters were divided 
the battle axe. The sword offers good speed an 


entire game. The axe offers maximum damage at tl 


low speed can be a major handicap early on. 


Melee 


+10% 


+20% 


+30% 


+70% 
+80% 
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Melee 


Bonus 


+10% 


+20% 


+70% 
+70% 
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Ranged 
Rank Experience Damage Speed Damage 
Required Bonus 


Bonus 


1,050 +10% +10% — 


2.53] +20% +20% = 


+5% 


5,049 +30% +30% +5% 

6,993 +40% +30% +5% 

9,636 +40% +40% +5% 

9 13,244 +50% +40% +5% 
18,175 +50% +50% +10% 

11 24,924 +10% +50% +10% 
12 34,166 +60% +60% +10% 
3 46,824 +70% +60% +10% 


+10% 
+15% 
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Spell Ranks 


What is a spell rank? 


Whenever you successfully cast a spell (interrupted casts € lo not count), regardless of 
whether it does damage, then you gain experience wi spell. You gain experience in 
each individual spell, so you get better with the. Jus at you cast most often. 


How do I gain spell experience? d aa 
Each time a spell is cast successfully, D ral ins experience points with that spell. (You 
never get credit for "casting" a spell if vou. 1ave enough mana.) Spell success is 
determined by the following criteriag ` me 
A | 
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Spell "Successful" means Spell experience (SXP) gained 


Deadly Swarm Causes damage to a foe 8 Rie) 56 
Firestorm Causes damage to a foe 4 
Holy Wrath Causes damage to a foe 10 
Lightnin Causes damage to a foe 5 
Snap Freeze Freezes at least one foe 6 
Heroism Spell is uninterrupted 6 

4 

8 


Mana Shield Spell is uninterrupted 54 


Regeneration Spell is uninterrupted 


* Recasting this spell before its duration has run out does not gain additional 
experience. 


-Spell ES Experience 


Specific Cen o chee spell ranks are 
included in each spell’s description. 
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Crusaders of Might and Magic 


What's with all the colors and gems? 


Nine realms of magic influence the world of Ardon. Four are Elemental: Earth, Air, Fire 
and Water. Three are Essential: Mind, Body and Spirit. Two are Ethereal: Light and Dark. 


When you fight, you’re either using a normal attack or the power of one of the nine magi- 
cal realms. | 


What are normal attacks? 


A normal attack is any attack that uses a normal weapon (longsword, mace, ax, warham- 
mer or exploding gem), unaided by magic. 

E 
What are magical attacks? 


Any attack that uses magic is a magical attack. (We're in the School of the Obvious, here.) 
Spells are magical, of course, but you can also enchant any normal weapon so that its 
attack is magical. 


How can I enchant my weapons? 


There are nine kinds of magical weapon talismans, each associated with one of the realms 
of magic. If you attach one to your weapon, that weapon attacks with the magic of the tal- 
isman. For example, if you attach a Fire Weapon talisman (“Flamefang”) to your 
longsword, you make Fire attacks, not normal attacks. 


What difference does a Fire attack make? 


Nearly all the creatures and other enemies you fight are aligned with one of the realms of 
magic. That makes them nearly immune to damage from that realm, but also makes 
them more susceptible to damage from an opposing realm. For example, a Fire sword (a à; 

longsword with a Fire Weapon talisman) can barely hurt a Lava e 

Le Elemental, but a Frost sword will make short work of the same Elemehtal. . 


Which realms oppose each other? 
Fire opposes Water. 


Earth opposes Air. 


Mind, Body and Spirit all 
oppose each other. 


b | Light opposes Dark. 
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How much damage can I do? €" 
Each weapon can do a cer- V 
tain amount of base damage. 
For example, a mace can do 
25-55 points of normal dam- 
age. However, there are two 
important factors that 
change that base damage. 


First, creatures that resist 
normal damage don’t take 
as much damage from a 
mace. For example, no d s 
Elemental takes more US 
half damage from any no 
mal attack. Each creature” 
has at least some res dili 
to every kind of attack? ~ 
whether normal or magical; 
many take no damage what- 
soever from certain attacks 
unless you are very skilled. 


` S 
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Second, the stronger you 
are, and the more experi- 
enced you are, the more 
dante you can do. By the 
end of your adVenture, you 
might be inflicting twice as 
much damage as when you 
started. 

E * i " 
What about my armor.— V | 
won't it prot&ct mi 


Absolutely + othe ise "Wi bother? The shield and armor descriptions (pp. 14-16) and a " 
list how much proféction shields and armor give ygu. WT. 


Can I attack With my Shield? i 
Again, absolutely\If Youjre a few steps away from your target, press © + ^ for a shield 
rush. This is particularly effective if you want to disrupt a spellcaster before he has a 
chance to finish his spell. Damage is based on how much stronger you are than your foe. 
And a spiked shield has an even better chance of damage and knockback. 

Knockback? What's that? wii 

Whenever you attack someone, there’s a chance you knock him back, knocking him off- 
balance for a few seconds and disrupting any spells he might,be casting. It's not long, but 
at least long enough to get off a quick strike or two. The harder you hit him, and the 

! weaker he is, the greater the knockback. A spiked shield can increase knockback, as can 
several of your special'attacks. (Of course, you can be knocked back also, so be alert for E 
charging foes.) d | 


You can't be knocked back if you're shield-rushing (O * ^), and it's tough to knock you s KL 
back while you're making a jumping attack (69, then ©). " 
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Crusaders of Might and Magic 


Can I knock someone back with my throwing axe or exploding gem? 
Yes, but you have much less force behind a thrown weapon, so it’s not nearly as likely. 


What are the other special attacks? 


(m) Well, first there's the regular swing. It does regular damage. 
@ + < A left swing is just like a regular swing, except it specifies that 
you swing from right to left. 
+? Ditto — a right swing swings from left to right. 
©, then ^ + © A double swing: first left, then right. This does the damage of 


two regular swings, but the total force of the two swings together 
is used to figure whether you knock back your foe. Note that this 
attack can be easy to interrupt, since it takes so long to complete. 


(E S An overhead smash takes longer, but inflicts 50% more damage. 


©,O, then ^ + O, A double overhead smash (actually, an overhead smash imme- 
diately followed by an underhand return blow) is like a double 
swing — damage from each swing is figured separately, but the 
combined force determines the knockback. It, too, is easy to 
interrupt. In addition, a double overhead swing with a battle 
axe or warhammer has an even better chance of knockback. 


Q+v A 180° reverse swing attack swings your weapon up over your 
head, then continues with a downward smash at the area that 
was immediately behind you. 


a yY, +° A 180° reverse swing attack swings your weapon up over your 
head, then continues with a downward smash at the area that 
was immediately behind you. 


QO+®%+¢ A charge attack inflicts double damage and better knockback. 


Is there any way to hit more than one foe with a single swing? ` 
Actually, there are two ways — an overhead swing with a longsword or mace. 
tiple foes, as can a room cleaner with 

any weapon. 
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I’m in the middle of a great attack, when 
I realize I need to bail out and block 


You can interrupt your own attack at 
anytime, by tapping or holding the 
shield block button (©) and aborting to 
the appropriate shield maneuver instead 
— block or cover. Aborting to a shield 
maneuver is the only way that you can 
abort your attack once committed to it, 
until the attack is completed. 


The special attack 
ful. The tricky thin 
ing. They take muc 
attack to execute, and if 
back at all during your spec 
lose whatever part of the a 
haven’t yet completed. 
spin attack is particular! 


You can also interrupt a foe's more com- S 
tough foes ... if you can get 


plicated attack with a shield block 
before he can finish it. 
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Can I attack while I'm jumping? 

Sure. Just jump (69), then swing (©). You can't 
make any of the special attacks during a jump, but ey —- 
it takes a vicious return attack to knock you back V " 


in the middle,of a jump attack. 


Why do Homunculi always run away when I'm 
about to win? lá 


two-thirds of his Health, he decides 
stick or run. Usually he runs. He’s 


to run if you aren’t as dama cd as he is. 
Can I hurt my allies Ma. 2 Xp 
gems? 1 
Fortunately, the magic powering your sp 
gems is sophisticated efiotigh not to hurt y 
allies. That is, as long as there's a enemy present. 
If you cast a spell or toss a gem hile there are 
only friends present, the magic decides you want 7 
to hurt your allies, and obliges you. And your k á UN 

spells and gems can always knock back your allies * = j 

(but not vou). . e 
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ally B Homunculi 


These hideous little annoyances deserve special attention. The 
thing you have to understand about Homunculi is that they do not 
play fair. They're designed to be as annoying as possible, 
while offering the bare minimum of reward. Therefore, 
they're the single exception to the "kill everything" rule that 
holds throughout the rest of the game. If you can blow past 
or evade Homunculi, than go ahead and do it ... they're 

not worth the frustration of trying to face them down. 
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They do have one useful function, if you have 

the mana for it, and that’s training up your Holy 
Wrath spell. Sure, you’re basically hunting 
chickens with a bazooka, but you don’t have a 

lot of time game-wise to train up Holy Wrath, so 
it actually pays off in terms of experience to use it wr A 
against some low-power enemies. Plus, Homunculi j V CE 
fry up reeeal good. 4 A 
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à; jg of 5 Wight and Magi 


If a longsword and mace do so 
much less damage, why would I 
ever want to use one? 


Because you can swing a 
longsword or a mace much more 
quickly than you can a battle axe 
or warhammer. Sometimes their 
speed makes up for their reduced 
damage, especially if your special 
attacks keep getting disrupted 
before you can finish them, or 
enemy spellcasters keep getting 
their spells off before you can 
interrupt them with a strike. 
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Crusaders of Mighè and Magi 


» How good is my armor? 
That depends on which armor you're wearing, and whether you're attacked with a normal 
or magical strike. (Remember, most attacks against you will be magical.) The amount of 
damage your armor absorbs is listed for each type of armor. 
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Armor Against a Against a Cost 


Normal Attack Magical Attack (gold) 


Leather 10% none Begin with it 
Scale 20% 5% 500 


Half-Plate 28% 10% 2200 
late 36% 15% 000 


Black Guard 4596 2096 not for sale 


eire [ei edpeirelrei rei eje ret red [ed red per perdre ei [er [e pel atre et [edel [en [et [ed [e [el [ed e [er [el [e: 


ElAEAERIEAERAERE 


[2] 


fel elelelel el ele elel el ele 


Prima's Official Strategy 


Half-Plate ` 
Armor 


Crusaders of Might and Magic 


How good is my shield? 


All shields absorb 20% of any normal or Fire attack; they absorb 5% of any other magical 
attack. Of course, the attack has to be coming at your face (in your front 120° arc) — a 
shield can’t help you unless it’s between you and the attack, so shields are useless against 


attacks at your rear. 


* E Against a Normal Against other Cost ia 
F 5 r Fire Attack Magical Attacks (gold) = 
| | S Shield 20% ee a B 
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Kite Shield 


If you use a kite 
shield to shield 
block (©), it dou- 
bles the shield’s 
defense, as well as 
adding 50% more 


Spiked 


Shield damage to any attack 
A spiked you make immediately 
7 shield doubles after the shield block. 

shield rush damage. 
Tower Shield 
A tower shield doubles your 
shield defense agg al 

- attacks, includin oe 
makes it very — 
casters. 
i $ 
W 
What else can I do with my shield? 
(x You can shield rush, an attack that can disrupt and knock back your 
opponent (see p. 9). 
© (hold) You can cover against an attack. Your shield stays in position until 
you release the © button. Thus, you may try to minimize damage 
$ while waiting for an opening in an opponent's attack pattern. 
" © (tap) You can attempt to block a melee strike. You've got to tap the) but- 
` ton after your attacker starts his swing, but before he hits you. You can 
» even block a shield rush, but you can’t block spells or thrown 


weapons. 


Fire Storm 
This spell fires one to five fireballs (one per rank). 


Either Fire Storm or Lightning can be your primary offe 
going (whichever you prefer). Make this spell your routine start to any significant combat. 
Having a utilitarian combat spell at max by the end ¢ the game is pretty much essential 
to success. Pick one to concentrate on, and stick with i it until you’ve boosted it to rank 5, 
then work on improving your other spells, i 


H eg f T. 
"E SS 


ve d di especially in the early 


Rank 1 2 3 

Mana Cost 20 35 50 

Magical Realm Fire Teil 

Target Where vou point Zi n 
Damage 60-100/fireball Im a N 
Duration (secs.) less than a second IS | 
Radius (feet 30 fal 

Strength (knockback) 100 IE 

Fire Resistance Reduces the fireball damage bal 
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Lightning 
This spell sends a lightning bolt at your target(s). At rank 1, it will hit. a single targ 
each higher rank, it will arc off the first target and hit one more foe; if there aren't en 
foes within the area, it will hit targets again. bd M 
Om Ou EE 
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m Rank 1 2 3 d 5 

=| Mana Cost d supo 75: 100 ]25 

S Magical Realm Air 

5 Target Where vou point, plus nearby foes 

S Damage 80-120/arc of lightnin 

5 Duration (secs.) less than a second 

S Radius (feet — 

m Strength (knockback) 50 | 
Air Resistance Reduces the lightning damage | - 
5 | 
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Snap Freeze 
This spell “freezes”” all foes within range. It causes no actual damage itself, but they can’t 
move while frozen, making them much easier to attack. 


Lots of foes have high Water resistance, reducing the duration of this spell, but it can still 
prove useful. In many cases, you just need to freeze your foes long enough for a quick 
strike or two, and most foes will stay frozen that long. 


Beware of enemy mages who are ready and willing to Snap Freeze you, then hack your 
defenseless body into little pieces. It’s not fun being on the receiving end. (Well, it’s not 


fun for normal people.) 
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1 2 3 4 
Mana Cost 30 40 50 60 70 


Magical Realm Water 


Foes within a circle centered on 


30 35 


20 25 


Strength (knockback) - 


[E] 


Deadly Swarm 
This spell summons a swarm of insects that bite and sting all foes within range. 


It’s a good “fire and forget" spell, when you're ready to wade into combat. Cast it, then 
hack and slash to your heart's content. It’s particularly useful against a coven of mages —  - 
each time it strikes one, his spell is disrupted, so you take far less damage while mowing _ 
them down. e JU 

3 m 
On the other hand, you can’t cast another spell while this one’s active, so Ti lcast 
your strength, stand back and repeatedly cast Lighting and Fire Storm, rather th 
Swarm. 
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Rank 1 2 3 4 5 
Mana Cost 40 50 60 70 80 


Magical Realm Earth 
Target Foes within a circle centered on vou 


Damage 40-70/foe 


This spell creates a magical field around your shield that incre: ease 
magic, acting as "armor" against incoming spell damage. TH 5s 
don't have a shield equipped. P 


Your regular armor protects against normal damage, and , Iso deg a little protection 

from Fire damage. You want Mana Shield to protec again: st all the other realms of magic. 
This spell is only useful against spellcasters, but it is extremely valuable when a mage or 
shaman comes to call. # ^ i p" 


22 


Rank 
Mana Cost 20 55 90 125 160 


Magical Realm Mind 


Target Yoursel 

Effect Blocks spells cast at you 

Your Spell Resistance 410% +20% +30% +40% +50% 
Duration (secs. 40 45 50 55 60 
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HeroiskE > 


You summon up eldritch energies that imbue your body and spirit wit % 
gies. The result is an increase in your overall experience level. It does O 
weapon or spell ranks. — 1 


Regeneration is far more useful at the lower ranks and at lower experience I | 
take time to devele ism. At rank 1, it only boosts your experience | 
—— there's little diffe een (for instance) experience levels 2 and 3. H 
5, this spellboosts your experience level by 5, and if you're already up tc 
- a boost to level spr 17 M) m increases your Mäe, Health and 


fe E 
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A 2 
a 
Rank 4 S 
Mana Cost 30 950 ao 105 Es E 
Magical Realm Spirit sm em 
Target Yoursel 5 
Effect Temporarily raises your experience by S 
one level per rank (+1 to +5) 5 
Duration (secs. 60 E 
` : 
* — 


Ieee eels cles El 


Crusaders of Might and Magic 


This spell causes Drake’s Health to regenerate at a rapid rate over time. The spell lasts for 
quite some time. 


è 


Simply the most useful, most important spell at the beginning of the game. Regeneration 
is often the edge you need to survive a tough battle. At higher experience levels, and high- 
er ranks, Heroism and other spells are just as useful. 


-q mg en r e p eg [yan Er peg een praag y pen ee 
dh [ei reiraireireireireireiraeireireireire ral 
— rd ed UU Us bamad bonad e | bad Us e UU bd be 


AAR 


ben 
N 
w 
a 
o1 


40 60 80 100 120 
Magical Realm Body 


Target Yoursel | 
Effect Restores 5 Health per second 
Duration (secs.) 30 35 40 45 50 
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+ Holy Wrath 


This spell strikes all foes around you, but especially wreaks havoc with most undead, who 
are vulnerable to Light damage. 


This powerful spell offers a unique challenge, because it doesn’t show up until well into 
the game. It also costs a lot of mana to cast it. However, if you can manage your mana | 
supply so that you can afford to make this spell a regular part of your combat routine, it . 

will really pay off. There is probably nothing that will do more to ease yourg@urney 
through the last couple of quests than having Holy Wrath at max level or close to it, esp 
cially with its hyped-up damage to undead. 
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Mana Cost 50 70 90 110 130 
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Strength (knockback) 100 | 
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E Hi 4 
Opposing Spells and Talismans 


_ Finding talismans is an important part of developing your character 
... just as important as increasing your experience levels through 
combat. 


There are a total of 27 talismans in the game ... one weapon, shield 
and armor talisman for each of the nine magical realms. You can 
find them all during your adventures (although some are very well 
hidden, and you might miss them), and you can also buy most of 
the talismans at the three shops in the game. You should be pre- 
pared to do whatever it takes to get a full set of talismans by the 
time you reach the end of the game. 


There are also eight spells available to Drake, and like the talis- 
mans they can be either found during an adventure or bought from 
a merchant. While you should concentrate most of your energies on 
developing certain key spells (see Character Development, p. 5), 
you'll certainly want to acquire a full set of spells, and be acquaint- 
ed with what they can do for you. 


Shield and armor talismans each increase your resistance against a 
certain realm of magic, and those creatures attacking with the magic 
of that realm, and they are equipped automatically. That is, once 
you find a shield or armor talisman, its benefit is yours forever. 
Weapon talismans, however, have to be specifically selected and 
applied to your weapon. Once you find a weapon talisman, you'll 
always have it with you, but you won't get any benefit from it while 
its not attached to your weapon. 


Always try to hit a foe with the spells and talismans that he resists 
the least. 


This rule is so basic to the whole game that it almost doesn't need 
to be said, but it's so important that it can't be ignored. 


If you hit a foe with a spell or a weapon talisman aligned with the 
realm that opposes it you do significantly more damage, but if you 
hit it with the magic of its own realm, you do a great deal less dam- 
age. Therefore, it pays — in fact it's pretty essential — to know 

|. which realms oppose one another, and in which 

_ realm each foe is most vulnerable. 
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What does a talisman do? 


If you attach a weapon talisman to a weapon, all damage you 
inflict with that weapon is doubled and becomes magical dam- 
age. For example, if you bind a Mind Weapon talisman (Razor’s 
Edge) on your longsword, your longsword inflicts 44-100 
points of Mind damage (useful against most Dashers and those 
undead who have lower resistances to Mind damage). 


If you attach a shield or armor talisman to your shield or 
armor, you have increased resistance against that type of magic. 
For example, an Air Shield talisman (the Lightning Rune) gives 
you an additional 10% resistance against Lightning and other Armor 
Air attacks. Every armor talisman gives you 20% more resist- 2 

ance to its realm of magic; every shield talisman gives you 10% Talisman 
more resistance to its realm of magic. 


How do I get them? 


Mostly, you find them. You can buy some of them from mer- 
chants, but they're expensive — you've got to give both gems (of 
the appropriate type) and gold to get any talisman. Light and 
Dark talismans aren't for sale. 


' Why would I want more than three talismans — one each for my 
weapon, armor and shield? 


Because you can switch between them — you can equip your Fire 

- Weapon talisman against a Yeti, then switch it for your Air Weapon 
Pen talisman against Stone Elementals. Meanwhile, your Water Shield 

Shield and Armor talismans are protecting you against the Yeti's attack, 

Talisman iae your a Shield and Armor talismans protect you against the = 
one Elementals. 


Can I put more than one talisman on my 
weapon? 

No, you can only have one talisman on a 
weapon at a time. (You can also have one 
shield talisman and one armor talisman 
equipped at the same time.) However, you 
can freely switch all your talismans to bet- 
ter prepare for each new foe. 


Weapon 
Talisman 
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S Common Name Specific Name Cost Where first found S 

S Air Armor Talisman of Storms 1100 + 7 gems Glaciers (Citv of Anc. S 

2 Earth Armor Barkskin Talisman 1100 + 7 gems Corantha (Rebellion E 

E Fire Armor Flame Talisman 1100 + 7 gems Corantha (Scepter a 

di Water Armor Glacial Talisman 1100 + 7 gems Corantha (Elemental 5 

5 Scourge 5 

S Bodv Armor Sinew Talisman 1100 + 7 gems Duskwood (Thunder Clan a 

= Mind Armor Ohkam’s Talisman 1100 4 7 gems Citadel (Second Visit E 

S Spirit Armor Karmic Talisman 1100 4 7 gems Glaciers (Ships' Gr. S 

5 Light Armor Talisman of Teruvia not for sale Glaciers (City of Anc. = 

c Dark Armor Talisman of Doom not for sale Duskwood (Grub Hive S 

B Air Shield Lightning Rune 600 + 3 gems Escape from Stronghold B 

e Earth Shield Rune of Ash 600 43 gems Corantha (Rebellion E 

S Fire Shield Hellforge Rune 600 + 3 gems Corantha (First Visit) S 

= Water Shield Rune of the Deeps 600 + 3 gems Duskwood (Thunder Clan E 

Bodv Shield Blood Rune 600 + 3 gems Dasher Village S 

B Mind Shield Rune of Clarit 600 + 3 gems Duskwood (Djad a 

E Spirit Shield Astral Rune 600 + 3 gems Glaciers (City of Anc. E 

5 Light Shield. Rune of Sepallia not for sale Citadel (Second Visit 5 

S Dark Shield Rune of Shadow not for sale Stronghold (Behind L) S 

E Air Weapon Thundermaker 1500 + 10 gems Citadel (Second Visit) 5 

S Earth Weapon Oakheart 1500 4 10 gems Duskwood (Djad a 

S Fire Weapon Flamefang 1500 + 10 gems  Corantha (Elemental E 

5 Scourge) E 

B Water Weapon Ice Claw 1500 + 10 gems Corantha (Rebellion) B 

E Body Weapon Bonemender * 1900 4 10 gems Duskwood (Djad S 

S Mind Weapon Razor's Edge * 1900 + 10 gems Stronghold (Behind L n 

zi Spirit Weapon Soul Bastion * 2100 + 10 gems Dasher Village E 

5 Light Weapon Star of Erathia not for sale Glaciers (Ships' Gr. 5 

S Dark Weapon Nightbringer not for sale Corantha (Elemental Scourge E 

a * Bonemender gives you a 2096 Health boost while it is equipped, and Razor's Edge gives you a 2096 a 
- S Mana boost. Soul Bastion gives you a 10% boost to both Health and Mana while it is eguipped. S | 

5 5 

a GR. 

5 B. 
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The most basic use for cash is to keep your enough potions on hand. But if 
you're spending all or most of your gold on potions, you probably need to go 
back and work on your combat fundamentals some more. 
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Your major expense is probably getting your armor up to max. Everything else in - 
the game you can find for free, if you search with reasonable care, but the very 
best armor has to be purchased. 


S 


While all the talismans and spells are there to be found, you might miss one or 
two, in which case you should definitely buy any you missed before the 
endgame, if it's available. 


EE EE EE EE E SEU. | 


E 4 
we EE 


Crusaders of Might and Magic 


T 
How effective is Vanish Dust? 
A foe can "see" (detect) you at a much greater range if you're in front of him (a 120° arc 
for the mathematicians among us). If you're to his side or behind him, you can get much 
closer before he realizes you're there. Vanish Dust doesn't exactly make you vanish, but it 
does let you come as close to a foe's face as to his back before he realizes you're there. 
Note that few foes will actually let you walk up and swing at them before they notice you. 


Vanish Dust doesn't make you completely invisible. Instead, it greatly reduces the range 
at which enemy creatures can detect your presence. Avoiding fights is not recommended 
as a general policy (see Be Aggressive, p. 9), but there are times when it's desirable — 
basically, when the enemy is tough, you're short on Healing potions, and the nearest Save 


Point is far off. When you use Vanish Dust to evade combat, make sure you move 
» 


; around each enemy in a 
long, curved arc, to 
Cod N us t = |Ñ stay well outside of his 
SE ———- Il detection range. 


 Bestore Potion 


E Vanish Dust ` 


* Mana 
Lë e 
, | -Potion 
Dasher Nut a d 
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There are three merchant shops in the game. One is in Citadel | 

Korinda. One is in Corantha, run by the twin smiths Castor and Poux The third is in 
the Dasher village, run by T'Pok. Their prices never M- ‘and are listed with the various 
specific item descriptions in this book. of e 
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Price Citadel Corantha 
Korinda  Castor/Pollux T’Pok 
Scale Armor Yes 
Half-Plate Armor 
Plate Armor 
Kite Shield 
Tower Shield 


Mana Potion Yes Yes Yes 
Restore Potion Yes Yes Yes 


Throwing Axe 5 Yes Yes Yes 


Dasher Nut Yes 
Vanish Dust Yes 
All Air Talismans below 
All Earth Talismans below 
All Fire Talismans below 
All Water Talismans below 


All Body Talismans below Yes 
All Mind Talismans below Yes 


All Spirit Talismans below Yes 
All Armor talismans cost 1100 gold and 7 gems of the appropriate realm. 


All Shield talismans cost 600 gold and 3 gems of the appropriate realm. 

Most Weapon talismans cost 1500 gold and 10 gems of the appropriate realm. 
Body and Mind Weapon talismans cost 1900 gold and 10 body or mind gems. 
A Spirit Weapon talisman costs 2100 gold and 10 spirit gems. 
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, Health 


Strength 


Resistances (%) 100 all 


Spells Deadly Swarm (3), Firestorm (3) 


Attacks Fist (25-45) (Spirit) 
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Damage Bonus (%) +50 Melee 
+10 Ranged 
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se 


Health 


Strength 
Resistances (96) 100 Normal / Spirit 
85 Fire / Earth / Air / Water 
85 Body / Mind / Light / Dark 
Attacks Fist (25-45) (Light) 
Damage Bonus (96) +60 Melee 
+10 Ranged 


Spells Lightning (2), Deadly Swarm (2) 
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Strength 36 


gegen 


Resistances (%) 100 all 
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Spells Lightning (2) 
Heroism (4) | 


——— e EO Er rame 


Attacks Fist (25-45 
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Damage Bonus (96) 120 Melee 
+10 Ranged 


Health 
Strength 


Resistances (%) 100 all 


Attacks Longsword 
Throwing Axe (Light) 


Damage Bonus (%) +60 Melee 
+10 Ranged 
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Shield Crusader 
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*^ Old Guard Crusader 
KS Se 


A Ce | ^^ Health 700 ^^, | 
»" 2 Via Strength 36 | | 
Resistances (%) 60 Normal y " | 
41 Body Ba Te J 
40 Fire / Earth / Air / Water e - \ e 
40 Spirit / Mind / Light / Dark f Ps 
Attacks Longsword 4 e 
Throwing Axe | , 
Damage Bonus (96) 120 Melee || 
+10 Ranged | 
IS Shield Tower (- 
" e ef P" 
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»» Sg e 
` High Guard Crusader e 
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- Health 650 
Strength 36 

Resistances (96) 70 Normal 

56 Body 


55 Fire / Earth / Air / Water 
55 Spirit / Mind / Light / Dark 


Attacks Longsword 
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Damage Bonus (%) +20 Melee 
+10 Ranged 


Shield Crusader 


E $ Korinda, Crusader Quartermaster E 
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»^* Health 340- ag f 
Strength 36 ic UN l ) 
Resistances (%) 80 Normal 


75 Fire / Earth / Water / Body 
75 Spirit / Mind / Light / Dark 


Spells Deadly Swarm (4) 
Attacks Fist (25-45) 
Damage Bonus (%) +20 Melee 


+10 Ranged 
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Health ` 
Strength 


Resistances (%) 65 Normal 
100 Spirit / Water 

55 Fire / Earth / Air / Light / Dark 

30 Body / Mind 
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Attacks Longsword (Earth) 
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Damage Bonus (%) +110 Melee 
+60 Ranged 
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Level / XP Value 5/2500 


Health 450 ET 
Strength 60 ` Pa f J 
Resistances (%) 100 Spirit “ # : p 
65 Normal J | 
65 Fire / Earth / Air / Water f 
65 Light / Dark e 
| 40 Body / Mind || 
e " da Spells Deadly Swarm (1) E 
Le Sf wh Heroism (1) 
<A yu e | Attacks Longsword (Body) d 
Aa Damage Bonus (%) +110 Melee 
. Dasher Scout | +60 Ranged 
Level / XP Value 3/900 "sx f 
Health 300 ( ] 
Strength 50 
Resistances (%) 100 Spirit 
45 Normal, 20 Body / Mind ^ 
40 Fire / Earth / Air / Water , 
40 Light / Dark SC 
RK Attacks Short Axe \ 
d] Throwing Axe 
gm o o Damage Bonus (96) 190 Melee 


+60 Ranged 
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| Resistances (96) 100 Spirit 
^ 60 Fire / Earth / Air / Water 
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60 Light / Dark, 55 Normal 
40 Body / Mind 


Attacks Club 


4 - 
Damage Bonus (%) +60 Melee 
+10 Ranged 


Shield Spiked  . 


Health 


55 
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Attacks Short Axe 
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Damage Bonus (%) +100 Melee 
+60 Ranged 
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Spells Deadly Swarm (1) 
Regeneration (1) 


Health 


Strength 
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Resistances (%) 25 yO all 


Attacks. Warhammer (Mind) 


Damse Bonis (99) +100 Melee 
160 Ranged 
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Shield Tower 
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Resistances (%) 100 Earth 
65 Fire / Water / Body / Spirit 
65 Mind / Light / Dark 
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60 Normal, 45 Air f p 
Attacks Warhammer d , 
Throwing Axe | - 
Damage Bonus (%) +100 Melee || 
160 Ranged [T 
Shield Tower ` É 
e Dez id 5 
Ky A 
, Castor & Pollux, General Martel, | ` 
wé SP e e e 
Dwarven Smithies Warlord of Corantha | 
" E Re, " É 
^ Health 700 > ^^. Health 400 ^^ [ l 
Strength 55 2 Strength 55 
Resistances (%) 100 Earth Resistances (%) 100 all 


65 Fire / Water / Body / Spirit 
65 Mind / Light / Dark 
60 Normal, 45 Air 


Attacks Warhammer, Throwing Axe 


Damage Bonus (%) +100 Melee 
; +60 Ranged 
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i Attacks Short Axe 
| Exploding Gem 
Damage Bonus (96) +100 Melee d 
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d Level / XP Value 8 / 6400 `n 
be 
Health 1500 


Strength 60 
Resistances (%) 85 Normal 
100 Water / Body / Dark 


65 Fire / Earth / Air / Spirit 
50 Mind / Light 


Spells Holy Wrath (2) 

Attacks Warhammer (Dark) 

Damage Bonus (%) +60 Melee ` 
Vela +10 Range . 
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Level / XP Value | | 
Health 550 [E 
Strength 60 Pe f B i! 
Resistances (96) 90 Body # ' E 
75 Normal, 50 Fire, 40 Mind j | 
60 Earth / Air / Water / Spirit , 
60 Light / Dark ` | - 
Spells Firestorm (2) | | ^ 
Regeneration (1) | , 
Attacks Club (Air) d 
Damage Bonus (%) +100 Melee 
| 150 Ranged 
| e 


Level / XP Value 3/900 “~^ u 
Health 500 
Strength 65 
Resistances (96) 90 Body 
a 75 Normal, 50 Fire, 40 Mind 


60 Earth / Air / Water / Spirit 
60 Light / Dark 
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Ce: Level / XP Value 
Health 
Strength 


Resistances (%) 
80 Normal, 50 Fire, 45 Mind 

60 Earth / Air / Water / Spirit 

60 Light / Dark 


Attacks Battle Axe (Earth) 


"ew Damage Bonus (%) +140 Melee 
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Vs Level / XP Value 6 / 3600 


Health 700 | 
Strength 60 || 
Resistances (96) 75 Normal | 
100 Body attacks ` ^. f S i 
70 Fire / Earth / Air / Water e v | 
70 Spirit / Light / Dark f 
; 50 Mind H j 
à 
Attacks Fist (30-60) 
Damage Bonus (96) +60 Melee 
+10 Ranged 
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"Revenant Crewman, Captain 
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Level / XP Value 7 / 4900 


Health 600 

Strength 70 2 

Resistances (96) 100 Normal Aas 
100 Water / Spirit Y 


65 Fire / Earth / Air / Light 


"— ~ 50 Body / Mind / Dark 


| ^ . Attacks Longsword 
e Damage Bonus (%) +70 Melee 
T *10 Ranged 

E s ; | 
^. Shield Kite 


Level / XP Value 
Health 1500 


w S | Ug Strength 42 
| ™ aa” Resistances (%) 100 Normal 
N 100 Normal / Water / Spirit 
E 65 Fire / Earth / Air / Light 
€ 50 Body / Mind / Dark 
Spells Holy Wrath (2) 
| Attacks Longsword (Light 
... Damage Bonus (%) 130 Melee 
+10 Ranged 


Shield 
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77 Level / XP Value 5/2500 ^w 
Health 400 
Strength 60 


Resistances (96) 100 Water 
70 Normal / Earth / Air, 40 Fire 
60 Body / Spirit / Mind / Light / Dark 
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Attacks Fist (30-60) 


Damage Bonus (%) +60 Melee 


+10 Ranged 


Level / XP Value 9/8100 — 
2000 
100 


Resistances (%) 75 Normal, 55 Fire, 
100 Water / Light, 45 Dark 
70 Earth / Air / Body / Spirit / Mind 


Attacks Fist (30-60) (Light) 


Damage Bonus (%) +160 Melee 
+50 Ranged 


Spells Holy Wrath (3) 
x Regeneration (2) BS, 
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Resistances (96) 65 Normal 
100 Water / Light 

65 Earth / Air / Body / Spirit / Mind 
45 Fire, 35 Dark 


Attacks Fist (30-60) 
Freezeball (40-70 Water) 

Damage Bonus (96) +130 Melee 
150 Ranged 

Shield Spiked 


Level / XP Value 7 / 4900 
Health 600 
Strength , 80 


Resistances (%) 70 Normal, 50 Fire 
100 Water / Light, 40 Dark 
70 Earth / Air / Body / Spirit / Mind 


Spells Holy Wrath (2) 
Attacks Fist (30-60) (Water) 


+130 Melee 
+50 Ranged 


Damage Bonus (%) 
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Level / XP Value 6 / 3600 


l— — 


Health 400 


aa ai e T 


Strength 60 


EE — es 


Resistances (%) 100 Air 
75 Water, 15 Earth, 50 Normal 
60 Fire / Body / Spirit 


60 Mind / Light / Dark 
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Attacks | Longsword, Throwing Axe 


170 Melee 
120 Ranged 


Damage Bonus (96) 
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Shield Tower 
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Level / XP Value 
Health 
Strength 


30 Normal 

45 Dark, 10 Light 
25 Fire / Earth / Air / Water 
25 Body / Spirit / Mind 


Resistances (96) 


Mace 


DO Krag Ged 
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ord, | 1O e ^. Level / XP Value 11/12100 ^ 
. Health 1000 
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Strength 90 


Resistances (%) 95 Dark, 85 Water 
80 Normal, 50 Light 
75 Fire / Earth / Air / Body / Spirit / Mind 
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Attacks Warhammer A 
Freezeball (40-70 Dark) | P 
Damage Bonus (%) +130 Melee " 
+30 Ranged | | p 
Shield Tower EET 
Spells Lightning (2), Mana Shield (2) é 
Zeg GN ome 
/ Level / XP Value 11/12100 ^ | mm. 
Health 800 f: 
Strength 65 } 
"x : Resistances (96) 100 Dark 
NOTE: In the final battle of the game, you face a 65 Normal, 85 Water, 60 Light 
Dark Lord and Mage with +1 Experience, 200 75 Fire / Earth / Air / Body / Spirit / Mind 
additignal Health points and more magical spells. Spells Fiestonm G ; j 
" Lightning (2), Regeneration (2) & 
Attacks Fist (30-60) s 
Damage Bonus (%) 180 Melee 


+30 Ranged . 
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5 / 2500 ^c 
250 
45 
Resistances (%) 80 Dark 


55 Normal, 50 Water 
45 Fire / Earth / Air / Body 
45 Spirit / Mind, 25 Light 


Spells Firestorm (1) 
Attacks (Caster) Fist (30-60) 
Attacks (Fighter) Mace. Throwing Axe 


Damage Bonus (%) +30 Melee 
+10 Ranged 
Shield (Fighter) Spiked 
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Dear Celestia, 


/ have finally completed the Inquiry you 
requestes Í into the mature and origins of 
Necros. | think you will find that some of 
this information is more surprising. ( f 


course, much remains mysterious. 


First of all, l have become quite conn inced 
that Necros, despite popular belief, is not an 
undead creature of any description. He 
seems to be a liy ing man, although of an 
unnatural age (at least 200 years, based on 
evidence | detail below). He also seems to be 
invulnerable to most forms of harm. There 
have been several reported assassination 
attempts against Necros, both from our 
side and within the Legion himself. On at 
least three occasions in the last 50 years, it 
is reliably recorded that Necros sustained 
blows that should have proven atal, only to 
walk away from the encounters app wently 
without harm. On one occasion it is report 
ed that he was actu illy dea yitated by one 
of the commander zombies of his Legion. 
The report SAYS his headless boi ty reached 
down, picked up his head and replaced it on 
his neck, after which he sat very still for 
several minutes (the att: icking retainer 

hun Ing been inst thy chopped te bits by 
more loyal qut ims). After some time had 
passed, he abruptly gave his head a vigor 
ous shake and walked out of the FOOM, 
apparently without harm. 


Admittedly this account may be held in 
some reasonable SUSPICION, since it comes 
from a capt wed officer of the Legion, and 
may be simply an attempt to « lemoralize our 
troops. Much more reliable, however, is the 
report that SOME Seven YEAS ago, at the sec 
ond battle of Sho Scarp, a Legion war 
galleon crashe { from a height of about 3000 
feet with such force that even the undead 
crew was insti withy annihilated. Necros, 
however, was observed to walk out of the 
burning wreckage several minutes after the 
crash, and wait without visible concern on 


the battlefel, { for se eral minutes, until he 


your SUSPICIONS are confirmed, while some of 


Nonetheless, he seems to live. lt has heen 
reliably reported that he eats, breathes, 
sleeps and even exercises libidinots impulses 


of a INOre—OF -fess normal mature. 


/ believe I have traced his origins back at 
least 150 years. / have uncovered reports 
from that time of a skilled wizard and 
necromancer who apparently succeeded in 
some radici d experiments, (His true name is 
not known, for like mu m senior practitiou 
ers of the necromantic arts, he guarded fiis 
true name jealously, lest an enemy wizard 
use it agi unst him.) These Rae 
that this wizard, in seeking to make himself 
100 aging, tapped into a far more potent 
source of power than he hi id anticipated, 
and actu hy made himself unable to die, 
even by violence or through his own will, 
One troubling aspect of 

these reports which 

should probably be 

brought to your attention. 


See 


There is somewhat ambigu- 
ous evidence that in con- 
ducting these experiments 
Necros had a collaborator or 
patron ... or perhaps / 
should si i patroness, fi J 
there is some evidence that it 
was a female. The fate of 
this entity is unknown, and 
raises the possibility that 
there mi nj be another person 
with supernatural vita lity 
like Necros’ own at large, 
with unknown motiva- 


tions or principles. The 


person WAS both powerful and 


wy 
Ka 


ADDENDA: Shortly after com- 
pleting this dispatch, Arcas the his- 


reports suggest that this 


HHSCPL if u dou 1S, 


These are only the broadest and mast 
important of my conclusions. (am torian was killed in his home in a 
presently compiling a much more 

det tiled repor t, which I shall communs . ` 
cate at the e irliest possible opportunity. of the records he refers to have been 


for wd. — Crusader Archivist. 


fire of mysterious origin. No trace 


H ith profound respect, 


Arcas, Scholar 
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Strongholc was once the mightiest bastion of. > Old Guard 

a Crusader knights. Now, it is haunted by the Legion n ofthe doen. 
deous army of undead warriors bent on the t $ 
living creatures, ruled by the tyrant Nēcros. Ka Hy 


aptured by these undead conquerors, you 
. deepest dungeon of Stronghold. You know ti 
von, pre -E followed by a hideous umd 
( : 1 ZOT f the Legion. But salvation come 
source. Celestia, leader of the ( 

you the power you need to fig 


i cel es stia as your guide, and with only ds 
, Vou must scavenge what armor, W 


__ An apparition of Celestia e 
—.— appears in your cell with lots ` 
-. of useful advice. 


Use your Fire Storm spell © . | Collect his money, mace and 
to destroy the Shamblersent | ^ mana potion. 
to take you to your doom. ER seno 


Move through the door into g Another Shambler waits with- | | If you've taken damage, the 
the next room. | | out. Autotarget him EA, then | ` healing potion next to the 
-~ | Fire Storm him. Collect his | | iron maiden will help. 
| treasure, but be careful .. | 
| the fire beneath the grate he's | 
| standing on will injure you. ` 


Prima s Ofcial Ur uy G Guide | 


_ You can also jump up 69 
` onto the torture rack for 
— more throwing axes. 


the chimney of the fire pit. cell. Once you collect the 


Jump up into the chimney to ` loot on floor level, push the 
get them, but watch out for crate under the alcove in the 


fire damage from the pit. ` back wall. 


———————^^ ——————————Óó 


LL 


RN 


Mana potions are hidden in | ' There are goodies in the next 


Jump up on the crate, then Go back out to the large 
up to the alcove to retrieve | chamber, and through the 
the healing potions. . | large sliding door. 


Ur ) s dx M 


Go left and up the ramp. Get | 
the spiked shield from the 
dead Crusader. 


led. Food Ee 


=. [on 


Go through the next door. To | | Opposite the Save Point is 
your left, you will pass your another cell. Kill the 


first Save Point. Walk into i. Shambler waiting there and 
J collect all the goodies you 


» 
find (including the money on 


| * , he dead 
ss N (De er 


HINNET iis point in : 
e game, you want to engage the 2 

enemy as often as possible... your first ` %3 i r 

priority is to get pn experience level 

and weapon ran 


` Go back down the ramp and 
turn left. Be careful to avoid 
the mine on the floor. 


| 
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SHAMBLER (20) TWICE-BORN (8) 


BLACK GUARD SENTRY 
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= Continue down the corridor. : Around the corner two more ` You'll come to a doorway 
Jump up on the boxes fora ` ` ` Shamblers await. If you're — ' | with a Shambler visible on 
healing potion. |. | quick, you can take them | | the other side. Kill him with 
© | out by blowing up the barrel | ` spells or ranged weapons, but | 
nearby them, but they'll . | don't go through the door ... 
soon move to attack you. i* ee vie S 
AE ED Ek RS DS Ed E" : * 


... someone's waiting to jump 
you just inside the door. | 
Once the first one's dead, run 
through to the opposite side In the next room is a talis- 


: In the next room enemies 


of the room, turn around and man between two pillars, but ` — us ee s | E T 
ticum tho DEEG. the pillars are trapped with enind crates. Fire Storm | A 

| lightning. Move close, wait any of the crates in the room | 

| for the lightning to strike, _ to clear out the opposition. | 

| then dash quickly between | | You find your first defensive 


| 19 
| the pillars for the talisman. | spell, Regeneration, at the | ( 
It’s an Air Shield Talisman, door to a room with a statue. | ! 
called Lightning Rune, and it | | | 
is applied automatically to | 
your shield. N, 
| J 
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.. Necros. It will eventually start ` tw 
throwing lightning at you. 
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THU Beyond the room With the 

; = | In the room with two | | columns is a small courtyard. 
You can't fight it, so tum right |. columns, a Fire Storm spell | | There are some goodies on 
and run out of the room. ^... | Will toast any of the barrels. _ the ledge to the right. 
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From the top of the ledge, ZS Return to the bust of Necros At the very end of a Long 


| 
i 
[res can jump forward and (it won't fire at you any 


hallway is a room with two 
< grab some Exploding Gems. | more). Go into First Person Twice-Born and a Black 
| If vou're interested in a tough mode, and target the statue, Guard. Engage them with 
` battle with some nice |: then hit it with a continuous ranged attacks ... you're not 
rewards, continue. If you'd ber | series of Fire Storms until it’s tough enough to take them 
on hand-to-hand yet. 


jump to Frame 30, below. dozen or more hits). This 
will open the door to the left 
of the statue. 


t 


mee” 


ERTS ie 


| like to skip the battle for now, | -~ | destroyed (it will take a 
| | 


E 
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f | i 
Ee : Sess, | 
p p d e | 
L |, If you win this fight, youll ^. | Return to the room with the When you get on the eleva- 
A | emerge with scale armor, a | ' pillars. To the right of the | tor, turn around. This will 
| tower shield and a Flame | | entrance is a side-chamber | put you face-to-face with the 
im . Talisman (Fire Armor). | | containing a Save Point and _ Shamblers at the top. 
| EE «= Se earns : 


Go down the hallway until At the top of the ramp are a 
Twice-Born and a Shambler. 
This Twice-Born isn't as 


tough as some — you 


ia d 
| Once you've cleared the kä 
| Shamblers, break the case for | | you come to a room with a 
| its potions, then jump on the | | ramp and a door. The door | 
. next elevator. There are two | | won't open, so take the | 
| 
| 
| 
| 


, more Shamblers at the top. ramp. Watch out for the two ` should be able to take him 
| |, Shamblers waiting to with your mace. 
ambush you from above. DR - ooo 
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Jump up to the small pas- — . í The next Save Point is at 
sage at the top of the ramp.  . the top. 


Push the crates at the back 
— of the room to get to a trove 
of throwing axes. 


1 
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.. Head down the passage until When you hit the bridge, | | Go through the tower to the 
you get to the drop-off. There you notice that you're now ` ` second part of the bridge. 
are three platforms going on the other side of the door S m 5 
down to the bridge, and you you couldn't open earlier. wf EE e Dn 
have to hit each one in tum You have to fight a tough E. 
as you jump down. Black Guard Sentry. " 


—————————————————— 


Jump across to the mountain | . Make your way carefully up | 
path. If you fall, you won't | | the mountain path, fighting ` 
die, but you'll have to fight a ` — the Shamblers and Twice- | * 


_ jump up to the box, then up 
.— to the wall, and finally up to 
— the second box. 


Shambler, climb back up to . Born that guard the way. Be 
the wall and try again. _ careful ... if your enemies 
/ «can knock you off the path, 
| it means instant death. | 
Better to engage them from a | 
distance. Once you reach the ` 
end of the path, your escape © 
from Stronghold is complete. — 
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Crusade. € 
Celestia’s 


Upon your escape from Continue down the beach To the right of the door and up 
Stronghold, you find yourself until you get to a heavy, a short path is a Save Point. 
on a sandy beach being guarded door. 

guarded by Crusaders. One of 

the guards instructs you to 

catch the ferry to the Citadel. 


Go through the stone doors You meet Aerrin, the air-ship Disembark at the air-dock. 
and ride the lift up. pilot who will carry you to 
the Citadel. 
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From the ferry, go straight | You come to a large room .. After a long hall, you come 
ahead into the guard room, | with a ramp up, and an exit | | to a room with two exits, one 
then turn right and head up | to the right. Theresa Save  tothe left and one ahead. 
the sloping passage. | Point in an alcove under the | ` 
di | ramp. Take the ramp up. 


eegene EIN 


Bc careful not to acci- 


dentally attack any of the quards in the 
Citadel. They will defend themselves. 
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The guard at the exit opposite 


_ where you entered will speak | | Sa vL ET 
. to you. His name is Nikolai, | 


= and he wants you to tell his . Go through the door Nikolai | | You come to a small outdoor 
| brother, Johnathan, to pay up was guarding and cross the | area. The only exit has a red 
ER aniblin ed ebt bridge. You pass a small | | carpet. Follow the carpet. 

i | ^ glowing room on your right, Y 


. Johnathan works in the prison. | lavit a Save Pontin T. 


. This takes you to Celestia's i . Go back the way you came, 
— throne room, where you can = over the bridge. When you 
- . talk to Celestia and Ursan for information about the | get back to Nikolai's post, 
.. your mission. Technically, this | various regions of the land. ' take a right. 


Pi 


| ends your second quest, but ` SS OO  R 
there's more to do in Citadel. =" T-— w- E 2 
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You come to a room with {f| You come to another blue = Across from the Bridge is the 
two exits, one of which is E force screen, this one — . Quartermaster, Korinda. She 
covered by a blue force guarding the Bridge, the | issues you the equipment 
screen. If you try to cross | control center for the Citadel. “ Celestia promised, and 


the threshold, a guard will . allows you to browse for 
tell you that access to the | other useful items. 


Light Lance is forbidden. 

Leave via the other exit. 
HIE NET You probably won't 
he able to afford armor, weapons or 
talismans, but you can stock up on 
ranged weapons and potions. 
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Retrace your steps all the 
way back to the big room 
with the ramp. If you hit the 

. chandelier which hangs over 
this room with a Fire Storm > 
spell, » will spill out two F You come to an open area. Up the hallway is the prison, 
DE potions and mree a Search the crates and barrels ll and Brother Johnathan. 
exploding gems. At the _ for goodies, then exit . Shake him down for his 
bottom of the ramp take the 


through the door opposite ` E brothers money. 
| door to the left. the one you came in by. | 


| Utes 
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Also in the prison is a Go back to the open E Geen the barracks and 
_ captive Dark Mage who'll — courtyard and take the exit to | a the training room, you finda ~ 
- [ o0 yon — your left. Go down the hall to | sl Save Point. 
“n e d —-— er the barracks, where a guard om 
1 mentions that there's a train- — 

cai | ing room up the next hall. | 


| AE ————— ————— ~ me 
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The training room turns out 

to be a series of floating 

platforms you have to jump 

to. If you fall, you fall right 

out of Citadel, all the way to 

the ground, and that's a long 
way down .. 


Petros will give you his 


battle axe, in appreciation 
for helping his brother. 


In the throne room, the 
Lieutenant is guarding the 
left force screen. He gener- 
ously allows you to keep 
Ohkam's Talisman (it's Mind 
Armor). He also gives you a 
message to deliver to one of 
his men, the next time you 
visit the beach. 


7/277. 


the top platform, you get the 
Snap Freeze spell. 


| Now that you've cleaned out 


AR CU 


. however, if you make it to 
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Now you need to return to 
Nikolai and give him his 
money. He gives you a fire 
gem in return, and tells you 


to talk to his other brother, 
Petros, who guards the 
Quartermaster. 


Return to Nikolai. He won't 
talk to you; you're just giving 
Petros some space. 


Citadel, don’t forget to save 
on your way out. 


Now return to Petros. He 
asks you to carry a talisman 
to his Lieutenant, who's 
guarding the throne room. 


At the dock, you find Aerrin 
waiting to take you on your 
next mission. 
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& To qe your "cR GG the Dy rves, you are taken ta! 
i of Duskwood, the great forest. The ro Corantha'is 3 

long as you , take a wrong ug The Dashers, th 
t inhabitants of Duskwood, have no love for strangers, and will 


ek your life with @very step. # 4 t 


En? Kä arrive at the underground kingdom of 

la, y EN za all is not well. King Aiden is dead, 
is torn by rebellion. You must fight your way 
„and ambushes. Along the way, you may be 
castor, the master-smith, who » show his 


AE ` D uet ET "T 


NETT n, AE” 


um ike your way to the council chamber, where the 
| t rulers of Corantha strive to return order to their people. They are Dain and | 
, 1 Dr, the sons of King Aiden, and the warleader General Martel. 


You are firmly told that the Crusade can expect no aid from the Dwarves until the 
bellion is quashed. Impetuously, you volunteer to fight your way deep into rebel —— b. 
dl op” AM ferret out the dens of the mysterious traitor who commands the rebels. 


Aerrin deposits you atop a You come to a clearing with E 85 
~ pile of rocks in Duskwood. | three exits (the one to the 
Le DË right is covered by webs). C 
| Cp _ Take the one straight ahead. P^ 
vox 
| SIES 
| Ww» ? 
CS But » 7 
ER EE EN 
| Defeat the first Dasher you p | — i= ie Ca: 
| meet, and you'll be rewarded gr prr 5 
with the powerful Body = 


r | x ; T , Weapon talisman. You can CS | E 

^ | You come to a fork in the | continue and fight more NE d * 

T" Bun ing dp e T : . Dashers for experience if you ^" | Immediately beyond the fork ` 

4 en? re SL 3 ing, DUE | 4. want, but eventually you'll ` ` to the right is a Save Point. 
JS OOS EE EE . have to go back to the fork in | 


| the road and head right. 
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Duskwood 


Lyte the Weeds 


Corantha. 


Head into the cave to enter 
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! To Citadel 


Tri-Mark 
Tree 


First, head right along the 


cliff face. 


elelrelfelelfelfelelfelfelrelelrelrelreliede Ce? 


Most have 69g. 

1 - 28g, Nut, Restore p 
11-2 Healing p 

2 - Earth Gem, Healing p- 

1 - Nut, Healing p 


1 - 31g, Mana p, Nut 

2 - 41g, 2 ThrAx, 
Vanish Dust 

1 - 59g, 3 Spirit Gem, 
3 Restore p 

1 - Body Weapon t, Nut, 
Vanish Dust 


1 - 35g, Mana p 

1 - 41g, 2 ThrAx, Mana P 
1 - 41g, Restore p 

1 - 50g, Mana p 

1 - 56g 

1 - 5g, Healing p 


You come to a pair of barrels. 
Destroy them both, then look ` 
up (in First Person Mode) for ei 

a third barrel way up high on * r 
the cliff. Destroy it with a - 
throwing axe for goodies. ZS 


Lightning S, ! e Bar (100g, 
Bombflinger 2 Dasher Nut) 


Dwarven Smithy. 


See See p. 25 for items Beer 


available here. 
Ie ra. Throne 
ar Room Barricade 3 Bar (12g, 
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GR 6 Mana p, 
Restore p, 
Healing p, 
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You come to a room guarded | | You come to the Hall of | | Engage the two rebels in the 
by two inert Earth Elemen- | | Heroes. Mages are waiting | | corridor. Watch out! The 
tals. As you pass, they ani- | inside to ambush you with d | , mages behind you might 
mate and attack you. This | | fireballs, so quickly run in |; jump down and ambush you | 
will be a tough fight. | | | and go through the door to from behind. 
| the left. 
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Leave the Hall of Heroes by | | At the end of the hallway is | ` Castor also operates a 

the right exit. You come toa * ' Castor, the Dwarven Smithy, | ^ merchant shop where you 
large room guarded by auto- | | under attack by rebels. If you | | can stock up on necessities. 
matic explosive missile | ™ help him out, he’ll give you | ^4 | 
shooters. Run through the | | Ice Claw (Water Weapon tal- | 

opposite exit. | | isman), and directions to the 

| Throne Room. 
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Leave the Throne Room the 
way you came. At the first 
right, you find a Save Point. 
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| You arrive at a large room ` | |... allowing you to take the | | You discover a large, circular 
| just as a Coranthan drill ` | newly created passageway. | =; room with elevators going up 
| breaks through the wall... ^ ^ 4 Jy | and down. 
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| Climb up the central pillars 
| to the upper deck, and 


You enter a two-level room 
| with one Ironpick Rebel on 
the floor and two above. | crawl into the small 
| Beware overhead snipers! | ventilation shaft. 
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Return to the room with the 
gates, and blow the 
explosive barrels with a Fire 


EE EE EED ER M BÓ  — DENA DEIENE MP 


> E 5 
RRS. 


ra o cs 
e Gë (E 
ERIT TIS A M CS 
7 $ RE I 3 Send 
SCT See ES 
dë 3 UC ES Ek 
P > deo3 TA 
E eg GK | 
» m ART E E 
y I. M" 4 š to Aa 
| oet 4 A T RE | d 
[3 & Mes fo EE Em, I 
i Pon ; : Eu pd | i 
M S. EL L3 | i ` | i 
| > Be vi e+ N | ux | Hx ` Ss? KS i i 
ptos EEE . N P : | HET SR n - | | 
~ SET A ^ NA so f = per ` | b 
ee AS ^ ZK "wc ld 1 ‘ AS 2 ` AG. | | 
ez eee Vi Ce d g : AVA) || 
| e Ke H a ` z ZA | sf 
|| 3 "n N 5 d £ ` : zx i | 
e ` J * E ei S =. fe - 
WW | d DRY - 
E P EN ys , $ Kë p S |. 
— d RY x ih $ 2 > 


E 


. The shaft contains turning " | You find an opening, where a To avoid too much falling 
blades. Time your passage f | you witness an | 4 damage, jump down to one 
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| The center column in 
|. | the room can be climbed | | 
| 4 to escape. | N 


The room beyond the broken 
gate is filled with hostile 
' Ironpick Zealots. 


| You can't open the secret 

_ door by which the villains 
| escaped, so take the exit 
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Returning to the council chamber, you discover that E, 


treacherous Prince Tor has already fled for his | [ 
cowardly life. Crown Prince Dain Stoneheart, the / @ o, / A Z 
rightful heir, is now ready to take the throne and aa 
swear an alliance with the Crusade, but one Vital i | @ 
remains. The Dwarven Scepter of Regency has been stolen by — à D ; - 
the Thunder Clan Ogres of Duskwood. E w 4 is "— o i p 
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; village. When you at last reach the heart of Dasher territory, you are told that you've earned 
the right to meet with Tamris, the Dasher Chieftain: 


Tamris tells you that if you can pass a two-part test, you may join t the tribe: "a count on the 
help of the Dashers. First, you must defeat the mystical Spirit of the Wood, then yor 
your might against Tamris himself. 


With the Dashers’ help, you are at last ready to invade the stronghold of the Thunder Clan, 
kill their chief and take the Scepter of Regency. 
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You come to a cave. Kill the 
path to the right of the Ogre Clansmen guarding it, 
marked stone. and the entrance will open. 

-— 2! 9 
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open, One of the captives, 
< Djad, will speak to you. 
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| The next open area is a | | You come to a steep drop in | You come to another garden 


|! death-trap filled with | the path. When you start ` ` | of death. This time the exit 
| attacking plants. Don’t try to |. | down, you'll slide all the | isto the right, near the 
| fight your way through, just * | way to the bottom. From ` enormous mushroom. : 
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' Save Point along this route. | 
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| The large stone now looks — 4 Clear your path by hitting it 


_ Return to the mushroom | | | 
| cracked and fragile. ^* with a blunt weapon. | 


_ clearing again. 
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- hanging bridge. 
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| Fortunately, there's a Save | | Kill all the Ogres in the first | You come to a fork in the 
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At the next open area you Pass through the door to the Needless to say the chief is 
.. again have to slay all the lair of the Ogre Clan Leader. a tough fight, with lots of 
. Ogres to open the exit. — M mu —m-4 ; | Spells. Defeat him, and you 
E - Fi | Fe get two (!) talismans — 
Rune of the Deeps (Water 
Shield) and the Sinew 
Talisman (Body Armor). 


At the chief's death, the door Return the way you came. š . Hit the switch (you'll have to 
to the Scepter of Regency Where the caves fork, go left. ^ jump) to open the way out. 
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You arrive back at the giant Take the left exit to the 
mushroom yet again. | campfire and continue 
| straight through. At the 
. next intersection you meet 
= your last Ogre Clansman. 
. | Defeat him and go left. 
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old route, you'll find a Flame Talisman (Fire Armor) in the Ammo Depot, 
if you failed to pick one up from Castor and Pollux for any reason. oa 


4 AM m ur D dd ue eee e? 
hr SE A WES ZG 


When you get to the digger, 


o 
| Don't neglect the Save Point | 
` turn left. 


The drill has been pushed a | 
| on your right. 
Qu nu es) 


bit further into the rock. It's 
į opened up a new passage. 
| Take it. 


d ME A 
So ve I 
- CES | 
a $ | 
A $ 


; = | 


x Lh 
nl 


DS, 
E 
=” 


V 


ry : m 


$ 

| | 

| | 

Zë, Veris LS. | Next is a room with Stone | wf" 

ee . | Elementals on one side ofa | e] 
P Nc Run quickly through this | | | . Continue on. There's a Save | 
LU CUPS ! | | 

| 

| 

| 

k 


chamberteamnimie fire _ chasm and a Lava Elemental fees on 
| | | 
: on the other. Jump across. | Point on your right. 


| damage. Falling into the lava ` g GE 


. The Lava Elemental will drop 


1 
pits means instant death. F | 
t EE | 


the Flamefang (Fire Weapon) 
talisman when killed. 


TS E A tame B 
T available here. — (JH 
Zee "rent 


AR EN WOES 


Throne 
Room Barricade 


be D Ma 
Crisscross ED E d 
risscross LER e 
A 0 o4 A hdi 
Shooter Smithy Y ; " 


Room ts 
o ra 
ba LA 
bw Elemental 
Guardians 


Front 
Gate. 


a 


TASC e Sr. m 


Corantha 


Fhe Scepter 


Earth gem 
uu — E : 


5e 


All have 9g, 3 ThrAx. 
1 - 2 Healing p 
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5 - Healing p 


*1 " e di & 
11 - 41g, Expl. gem NE You pass through a room A 


with more Elementals and a 


RE IR Gr _ The next room contains a F a 
All have Earth Gem. 3 opis Lava Elemental and several 
1 - 2 Restore p > 3 L Twice-Born. Are you 


surprised to find out that the 
Legion is involved? 


1 - Fire Gem, 2 Mana p 
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The Lava Elemental will 
drop the Glacial Talisman 
(Water Armor) when killed. 
When everything is dead, 
the golden doors will open. 


The next room is crawling 
with Stone Elementals, 
which leaves you with no 
choice but to ... 
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$ Lava/Crypt 
Interface 


Elemental 
Endgame 


Corantha 


Elemental Scourge 


1 - 9g, 3 ThrAx 


Most have 21g. 
8 - 2 ThrAx, Mana p 


6 - 69g, Body Gem, Restore 


7 - 41g, Expl. gem 


7 - Earth Gem 
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1 - 1500g, 6 Restore p 
l- Fire Gem, 2 Mana p 
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You're about to begin 
what may be the 


E toughest fight in the 

| EB game Gobakand — ` 
|... kill them all, and the | K save, make sure youre we i 
i R D ] ) od 4 k 
, doors in the corners will | E E healed, and cast `N 
open, It doesn't matter GC 2 AS R & e - 
| which ene you go own, | At the bottom you'll find | deer. 3 
I— ' Dain, Tor and the body of | Heroism. 

REEN Aiden all Line in giant | ERROR — 1 

BI EE | 
See 


: When you touch the | 
| crystals, a blue force screen | 
| will cover the exits, andan | 
. Elemental Lord will appear. 


When the Elemental Lord is ` 
_ dead, the crystals shatter. 
The corpse of King Aiden | 
| rises as a revenant. Tor bugs | 
| out, and Dain can't deal | 
| with fighting his father's 

| ghost, so you have to take 
_ care of business. 


E) When Aiden's finally, really, 
most sincerely dead, a red 


gë screen will appear in the 


ar Step through it ... 


4 HIE NET po is a Hi nishta ha, p. Cast ee E 
S it will save your life. Don't stand and trade blows with Aiden; try to keep < 
S him off-balance with a barrage of | hi igh-power spells. Be ready to Heal 
e 
E 


d ... and it will take you 
| directly to the Throne Room, | 
™ where Dain will finally pledge : 
_ an alliance with Celestia. | 


A As you leave the Throne | y On your way out, check in | Aerrin is out on another mis- | 
A Room, Celestia appears and | * with the Quartermaster, and | | sion, so an Old Guard | 
_teleports you directly back to e upgrade all armor, spells and | | Crusader pilot will take you 


| ^: ; | * E 
the Citadel, where you'll talismans you can afford. | | to your next quest. 
| receive a new mission. : | 


SUR eg 
Crusaders of Might 


Next, "A Old Guard Crusader did his ec, ferry 
transport vou to the frozen land of the Glaciers. 
Apparently you're supposed to retrieve another toy 
for Celestia's collection — the Star of Erathia. It 
was once intended as a gift for the Lord 
Protectors of Stronghold. However, the 
magical Star was lost after the Skyseeker air- 
ship crashed in one of the frequent storms 
over this frigid wasteland. 


— No welcoming committee awaits. Almost 
immediately, you get a rude introduction 
to more elemental brethren (the icy kind) 

. and the perilous Yeti. The glaciers are 

` populated after all ... 
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_ The journey through the slippery caverns 
‘seems fairly straightforward, other than 
battling the enemies you run across. | | 

Negotiating your way through splintered airships, yousevéntually St 

legendary City of the Ancients. You suspect that there's more goi 1s 

metallic walls than you first thought. Why else wand someone 


able upon the 
n behind these 
> an active generator here? 


From within the glacial caves, you pick a perfect mi 
Legionnaires. You find out that Necros’ minigi x r 
restoring them to working condition. Toward wha 

can't be good. 


drop on several i 
ashed airships and 
ill don't know — but it 


: uos site. Eighting your way 
of the Revenant Captain. After 
Som to the treasured Star of 


An army of revenants awaits you in the not-so 
d through them, you discover the body and bat 
a harrowing fight, you release his imprisoned 
Erathia. Perhaps now Celestia will show a li 


Any fleeting hope you have is quickly dashed, | gh, when the 
| relays another one of Celestia's hand-picked quests and shut 


Now, prepare for an icy slide 
down the cave. 


Just as you enter the ice 
cave, take a quick right and 
save — just to be safe. 
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As you leave the ferry, you 
see the Talisman of Storms 
(Air Armor) to vour left. 
Ignore the other floating plat- 
forms, and jump straight to 
the island with the talisman. 
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Watch for a hidden alcove 

..| on the top of the passage. If 
you time your jump correctly, 
you can grab a light gem. 


bet 


Exit the ice cave, take care of 
| a few more Ice Elementals, T 
and take a look around. 1— You'll come to an ice wall, | 
but it's unbreakable. S 


 Instead enter the crashed 


airship to your left. » X 7 2 
, i 'A v ~ ge N d 3 
There's a small wooden door E LAIT iN m 8 


to your right. Break it down and go in. e "^ 
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The ice gives way to a metal 
chamber and a Glacial 
Elemental — taller and more 
powerful than any other 
Elemental you've seen so far. 


Take a peek in the ice- 
| covered passage and get rid 


ES | of the pesky Ice Elemental 


guarding it. 


| Follow the metal passageway. 
| It looks safe enough, but 


Now, for a little crate- 
pushing ... shove it up 
against the entryway (so you 


: | can climb back out). 
| you'll find two Yeti hanging 


out in an open metal pr 
chamber just ahead. 


Encounters 
8 - 2 Water Gem 


13 - Water Gem 


1 - 9g, Spirit Gem, 2 ThrAx 


; Hit the switch in the little 
; room, then hop on the box 
and make a beeline for the 


` ` metal chamber. Most have Light Gem. 


- 121g 
E 125g, Healing p 

2 | 132g 

pt H | dig 117g 


123 g 


All have Mind Gem. 
1 - 131g, Restore p 
1 - 171, 2 Restore p 
1 - 183g, 2 Restore p 
1 - 194g, Restore p 
1 - 201g, 2 Restore p 


| Pass through the newly 1 - 166g, 2 Restore p 


| opened door. It only stays 
open for a short time — if 
it's closed, go back and hit 
the switch again. 


1 - Holy Wrath s, E 
2 Light Gem, Light Armor E. : 
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The Yeti Shaman eventually 
coughs up a Talisman of 
Teruvia (Light Armor) and 
Holy Wrath spell. Your spell 
collection is now complete! 


Defeat the Yeti that greets 
you and follow the Hall of 
Geothermal Power. Once you 
spot the tall machine, watch 


out for Lightning strikes from | Ek you ES ge del 
the middle tower. ' Shaman. Attack from the 


| ledge with a Fire Storm spell 

| and suffer Lightning attacks, 
or face him at ground level 

| with your Nightbringer (Dark 
Weapon) Talisman. 


Step gently over the edge 
and drop down to a ledge to 
= take on another Yeti. If you 
fall to the bottom, hop onto 
the stone elevator to get 

back to the ledge. 


.. Be bold and jump down to E 
- the bottom level ... : d i 


| Walk out to the center plat- 

form. You'll automatically toss 
_ four Light gems into a hopper 
| to activate the generator. 


Take the elevator back up, 
then run around the ledge. 


~~ 
Ty 


E The exit from the circular 
room ahead of you is 
` blocked by an impenetrable 
3 | green force field. 


" 


. and go through the open 
| door. Run through the hall- 
way in short spurts, timing 
your runs through a field of 
exploding gems. 
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The room contains a Glacial Follow the hallway. A danger- Follow the passageway until 
Elemental and a gem in the ous duo awaits in the next you reach a locked door. Just 
€ center of the room that chamber — a Glacial to the left, you’ll find a 
~~ shoots Lightning bolts at | Elemental who Snap Freezes switch that opens it. 
you. You can't leave until | | you, and a Yeti Lord who will ` 


$ T the Elemental is dead. | |then hit you with a Holy 
BUM ae È Wrath spell. 


` Ah, the look of familiar Inspect the ice wall closely A Yeti, Ice Elemental and 
territory ... and another Yeti è — the generator has cracked |... Glacial Elemental await you. ME 
Lord to defeat. He’s not . | it. A few good whacks with Get rid of them, and then 
be í : : 

nearly as tough as the last ^, Flamefang, your Fire take the time to find the F 
one, though. Talisman weapon, will finish r Save Point in the chamber. | 
` Once he’s dead, turn left and the job. i 
4 exit the wrecked airship. a. 1 


When you take down the wi RE De to the crossroads and 
two Ice Elementals and two head for the exit. 

Glacial Elementals, take a 
closer look at the two glow- 
ing jewels. Shatter the jewels 
to reveal gold, gems, potions 
_and the (Astral Rune) Spirit 
Shield Talisman. 


This chamber has two 

passages. The one straight 
... across from the Save Point is |. 
optional, but rewarding. 
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Near the exit, there's an ice To the right there's another When you're through fight- 


slide. Elementals will contin- optional passage. It contains ing, take a deep breath and 
ually appear and come down a couple of monsters and no leap off the ledge. 

- the slide after you. This is a special treasure. 

— good place to hang out if 

— you want more experience, a ! 


— ` bad place if you're hurt or in 
Z a hurry 


RE c ee ^w 


Edi x Mhan T" e 
-you walk across s : 
die bridge, hold í 

down [E] as you : 

walk. Short E | 


These opponents should B steps are much — 
o safer than your 
| d Ee 


- | The first thing you'll find on 
-| the next level is a Save Point k | look familiar — yet another 
- | off to the left. Once you've Glacial Elemental and Yeti 
saved, head for the first ^. Lord. Use the same tactics 
open area. J you did earlier. 
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The log bridge in front of Keep a steady course until Jump down onto the deck to 
you allows you to cross the you find yet another crashed inspect your new friends. 
ravine, but you've got to airship. Way down at the __ Like most undead creatures, 
melt down the Ice Elemental | | bottom you'll find two most N they're rather transparent. 
that's guarding it first. challenging enemies — the 
| pr Crusader Revenants. 


Forget about using normal 
weapons against them. They 
"` are resistant to them, and 
_ magical spells as well. Get 
Bonemender, your Body 


Weapon Talisman, ready. 
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H iNT 
Revenants are par- 
ticularly strong. if 


you keep getting 
knocked backward, 


try a 1 jumping 
attack. They can't 
knock gou back 
E this attack. 


A | Jump down into the hold 
... and look around. 


A second box in the hold is 
| surrounded by barrels. 


Smash all but the explosive 
one (marked with an X). 


Having claimed victory, you 
can collect a pair of potions 
on top of the hull. Use a 
Dasher Nut paired with a 
HE jump to reach them. 


E Ww 
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Back on deck, turn to the 
explosive barrels (marked 
with Xs). If you hit them just 
right with your Fire Storm 
spell, the trapdoor in front of 
you drops open. 


Scroll: The Master has chosen me to nerse your work and BE ES 


to ensare ya deliver more Airships on time. 


| There’s a scroll resting in 
plain sight on top of a box 
| — walk up and read it. 


Push the box over near the 
large stack of boxes in the 
middle of the hold. Don't 
put it too close, though — 
you're going to need a little 
room in between. Jump onto 


| the stack, and jump again to 


the stack near the opening. 


If you accidentally 
push the box into 

> a corner, keep 

e pushing. IE will 

& eventually slide one 
way or the other. 


_ Hit the gem with a forceful 
— .. spell or a thrown weapon. It 


` which destroys the boxes 

` blocking the opening. Enter 
| and follow the icy passage. 
Kä 
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— | come to. Enjoy this fight, ice wall to the right. You'll 
{ because this is the last return here later to meet the 
Elemental you'll face. Old Guard Crusader, but not 


An Ice Elemental is waiting 
in the first open area you 


The passage to your left 


| you into the next open area. 
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Take a second to notice the 


until you've retrieved the 
Star of Erathia. 


Go forward and eavesdrop 3 
on a Black Guard Master EE E 
e . € Jc J ) " 
and three Twice-Born talking gu E me be cud EU Goanv like dea voli "1 
x $ 2Xt OAV 8) x EU = c -liKe aree PE. di 
about the ships. They imme- k ee wa gei É 
ES | find down the passageway | 
diately attack. Kill them, | > - ES DAS : ; 
w contains three Revenants. 1 
then clamber up to the top ! j SR 2 
Unless you're bent on a sui- GER 
of the hull to pick up both a Se SE : 
healing and restore potion. PA E" _ cide mission, don't rush out 
B | y into battle. Take small steps 


forward until you trigger the 
first Revenant. Handling 
them one at a time is defi- 
nitely the smartest plan. 
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leads to a fallen mast that is 
shielding you from a couple 
of Revenants. You can jump 
up onto the mast and cast 
spells at them. Or, you can 
make a mad dash for the 
next open area. Revenants 
aren’t that hard to dodge, 
and if you play your cards ME oe EE 
right, they might not chase dë SS | 


ship and jump up on nthe ii | 


after yom and you can use 5 spells 


RG 


rs 


e" l 


If you choose to fight them The next area has yet two 


iu and take a moment to look more Revenants and a well- 
__ around, the crate in the | | preserved airship. You can 

` passageway contains a | | either run right into a melee, 
| mana potion. or approach slowly to trigger 


a single Revenant. (If you’re 
trying to outrun the ones in 
the passage, however, this 
won't work — they'll follow 
you and attack.) 


| Push the single crate over | Climb up the crates and hop 4 . and climb up the slope in 
| near the stacked crates to onto the wing. Carefully front of you to reach the top 
| create steps. walk across the log ... of the airship. 
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` The middle of the airship | A lone Revenant is patrolling | | Get rid of one more Revenant | 
. | has a large, deep hole. Go to ` | the hull. Dispose of him and | | down here, then read the 

| the right and step off the |, | jump down into, yes, yet scroll on top of the crate. It 
| edge — there's a ledge mid- | | another hole. | | provides you with a clue 


| way down that you can land | about how to destroy the 

| on. Try not to fall all the way 4 AME ——0— — ... Revenant Captain for good. 
.| down — it probably won't | Po dd i — —— Take mental notes ... you'll 

— | kill you, but you'll take some E" 3 p 1 1 need this information later. 
.| major damage. E 
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.. The other crates contain a The long ramp in front of Push one of the crates up 
p couple of nice surprises — a you is blocked at the other against the force field. If you 
4 few potions and the Karmic end with a force field. Your wait a few seconds, you'll 
T Talisman (Spirit Armor). first task at hand, however, is notice that it's creating an 
— ... Once you pick up the loot, to dispel the two Revenants. electrical arc. 


Repeating this feat with the 
second crate shorts out the 
force field altogether, 
permitting you to continue. 
Climb up the ramp. 


- .. drop into the hole. 
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d b 4 Take the doorway to the left ' ` Once you release the 
_ This leads into the room con- 1 Captain’s spirit, he’s eternally 
à 


SS 


taining the Revenant Captain's thankful and drops the Star 
dead body and his not-so- = of Erathia, which also dou- 
dead spirit. He'll start a fight « bles as the Light Weapon 
as soon as he sees you. You |, | Talisman. Make sure you 
can fight him as long as you | | pick up this coveted item — 
want, but he will simply regen- ` you'll need it later. 

erate and utter “I return!” 


Follow the passage upward 
until you reach the ferry. 


By now you should expect 
that any open, icy area 
contains at least a couple 
of Revenants. You'll be glad 
to know that these are the 
the last two you'll ever have 
to see. 


"— The Old Guard Crusader is 

~~ happy to see you and gives 

~~ you a quick overview of your 

next mission and a quick tip |. 

E on what to do with your new | 
Star of Erathia. 
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It appears that the Legion has m using the G 
an underground supply mechanism to fuel its si 


Stronghold. Celestia wants you pierce t 
operation and shut it down — whatever. 
Although more spelunking isn't exactly 
i reluctantly agree. At least t 
improvement over the glaciers. 


The fo es ‘is ominously silent po | 
lone Ogre or two. Heeding the Old Guard € 


Bokingy 

her than a few squatty HiV@ Warriors. The 
least until you stumble into the lair of the 
"er that the caves are actually Hive tunnels — 


you've disturbed. 
Hive 
- 


y 
Defeating the Grub Queen rouses th 
»urely this will disrupt the Legion's 


- Your mission accomplished, you retrace you o ; 
proves three-fold harder than getting Sa ' 
YS 


standedly angry — but you eventually 


Celestia summons you once again to Strong hold - A 


bk 
Dë | 
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ur way through de ark, br EN 


encounter no one 
seems far too easy, at 
j Queen. You quickly discov- 


and that this is the unhappy queen 


uts the hive in total chaos. J 


e journeyyback rough the hive 
d the Warriors are under- 
yo KN Kn ferry. 


Keep traveling along the The first open area has 
cave. You'll soon run across 4, cocoons ... the one on the 
| To your right inside the cave |. | Hive Warriors, little purple right holds a Hive Warrior. | 
isa well-hidden Save Point. A creatures that are both fast On the others, use your War | 
ence N e ` and hardy. Hammer or blunt weapon to | 
| 


| get the goodies. 
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| The Old Guard Crusader a Ogre is guarding the cave m" Activate the Light Talisman ud Ee. 
| drops you off in Duskwood entrance, but he’s an easy | (the Star of Erathia) and N ez $ 
| and instructs you to find the target. Pick up the two | , slash through the webbing to = = 
| webbed entrance to the | | throwing axes he drops. | | expose the cave entrance. — mm 
| cave. Follow the path lined ` aa di E 

with mushrooms. Qe gee 
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See 


> any ranged attack. 
i nimble and love to) 
L chase PIE E 


The i ee ede more 
dense as you approach the 


eral more of her loyal 
Warriors attack you along 
pcs dixi 


| 
| Grub Queens lair, and sev- 
| 
| 
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PIRR your Lightning spell, | The Queen is one dangerous 


| The only way to destroy 


e | use a mana potion and drop | ` lady. She can spit fireballs, | | her is to attack her head | 
— 4 down into the hole to face — | attack you with her |. | with Lightning strikes or | 
| the Grub uiid |, ; mandibles, and summon _ thrown weapons. | 


o Hive Warriors to defend her. Quickly target her head. Get 


| off as many Lightning bolts 
; or throwing axes as you can 
_ before she starts tossing fire- lis. : 
zz, balls your direction and ENT 

= | summoning Hive Warriors. 
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| The more of these guys there. 22 
| are, the harder it will be for Ka 
| you to attack her. Keep Ed 
| focused on her — if you kill | 
| a Warrior, she calls another 
" one into action. 


Crusaders RA 


Retrace your steps back to | | You soon find an open area 

the cocoon room. They've | that must be the central " 

webbed shut the passage | supply line. | t 
| T R 


After you overthrow the 
Queen, climb the ladder to 
escape the pit. A few angry 
Hive Warriors try to stop 
you, but you can easily 
make short work of them. 


that leads to the entrance. 
Instead, take the open path 
— the one to the right. 
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Go out into the hallway. The =" way. More cocoons, more 
Legion was using this tunnel |, Warriors ... and a couple of 
as a supply line, but the ' crates you can't open. 

Hive Warriors have recently 


| Bash almost all of the 

| cocoons. Avoid the cocoon 
| just inside and to the right 
| — it's hiding a Shambler. 
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Break open all of the others webbed up everything. A few & 1 
N to stock up on gold or gems of them drop in to see what k $ 
L and pick up the Dark Armor you're doing there. E 


| 
| 
| 
| 
| 


| Talisman. | Once you dispose of them, 


i break open the cocoons in 
the hallway. A few have oos. = 
Shamblers, but your handy = | -< |. | nis 
Light Talisman can easily ! 
take care of them. 
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# D^s Eon 
E ' m : ` P First, if you're missing any 3 Es 4 
Es , Save your game and walk — | | talismans, need potions or * €— ee 
To | out the cave's exit. | | don’t yet own plate armor, The faithful Guard is waiting | — ` = 
| ** ""—. Eventually, you'll want to | | take a hike to Corantha or "to ferry you to the final bat- $ 
=; follow the trail to the left | the Dasher village and beef | 4 tle. Climb up the rocks and 
| 1 
| 


and return to the ferry. | up your inventory. k d board the vessel. l l 
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Pumas Ofichal gang Guide 


Tri-Mark 
Tree 


Whatever goodies 
are left from your 
last visit here. 


Duskwood 


Thunder Clay 


Duskwood 


C grub Hive 


Grub Queen's 
Osre Lair 
Chief 


36 - 2 Expl. gem 


SHAMBLER (3) 
3 - 69g 
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Not quite ready to face Celestia, you take a short sojourn at the Lë p 
beach near Citadel to deliver Foss’ message to $ 


Lt. Shmideck and duck in for a quick visit to the E a cue 
Quartermaster. 2 * a N 
mal GM C 


~ 
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An impatient Celestia is waiting at the entrance to 
Stronghold, but she doesn’t seem particularly grate- 
| : : ^ | 
ful for your success so far. She now wants information 
— lots of it, and very quickly. Your new mission is to pen- Ww 
D D deg mm 
etrate enemy lines and spy on the Legion. ea D 
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Before abandoning the friendly trenches, you check up on your 

old friend Pollux, the Dwarven Smithy. Quite dejected, he 

_ laments Castor's untimely death and blames Captain Ursan and ; | 

- Lady of Archon for a lack of morale among the dwarves. Your bx. m | 
kind words ward off desertion, but you silently agree that it all i 

sounds quite suspicious. | 


You drop n A be ind dem lines on 
handful of Hom 


| The vile lead 
— £44 been overrun, He cla TA in | 
d —— You're left to deal wit ck Guard Heroes and one untimely messenger. ou figure 
Bee what's good for the enger can't be too bad for a hero, so you brace yourself and Ie 
green teleportal. Within nents, you're transported to an airship docked at Ci del — 
l one Necros must have usec d tő hammer his way in. 1d 


to boast that his plan is ripeni 
ve es properly led astray all this 
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| Jump off the ferry and take | ` Exit the compound through | To your right, there's a guard | 

| the elevator down. | | the double doors. between two cannon. 

EE | Deliver the message from 

| Foss. He instructs you to 

| visit the Quartermaster for 

| some needed supplies. 

; Follow the path next to the 
guard to locate him. 
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| The Quartermaster gifts you | Return to the complex and 
| with 40 exploding gems follow the left path toward | 
j (save these for much later) | siat | M iiie 
and 60 throwing axes. | VL und PLNS 
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CRUSADER HIGH GU 
3 - 9g, Dark Gem 


CRUSADER OLD GUA 

7 AIS 10 - 9g, Spirit Gem, 2 
4 Bar, BarB, 
1 BarB, Cr 
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Encounters 
BLACK GUARD SHAMBLER (2) 
HERO (2) 1 - 149g, 2 Th 


2 - 201g, Vanishing 2 - 261g, Mana. 
A Dust, 2 Expl. gem 


Sege ER | 


DARK Lone N STONEHEART 
2 - 4899, 2 ing p, i 
2 ES l m ! 3 Telele ee aalala iael rel rel red rel red rel el el rel ei pe pet fe 
pl. gem AX ET 


DARK MAGE (2) | js : Strong bold J 

7 er mos TE, Behind s Lines 
Resurrection p, | a EM NA TT Vr 
Dark Gem -— ; x ds e ED the Beach 


BLACK GUARD 
SENTRY (4) 
2 - 9g, Dark Gem 


2 - 149g, 2 ThrAx 1 - 9g, Spiri 
ThrAx. 


HOMUNCULOUS (11) 
Most have 261g. TRENCI 
1 -Mana p, Mind 1 - 9g, Spiri 
Gem ThrAx 
1 - Dark Shield t POLLUX 
Mind Gem 1-99, 38 S M Nem 3 Barb epee | , 
4 - Mana p, Mind | Fi S ENS : - , 
Gem 3 ng 
5 - 55g 


wie ROTA. e 


| | 
, Make a quick pit stop at the | Celestia and two guards | 
, Save Point. | | greet you. She urges you to | 
na PEER? SAD | . | penetrate behind enemy | 
| lines as far as possible. | 


Save again for safety’s sake. 
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Ka d a 7 


EER as WE LI ‘ Razor's Edge (Mind 
Weapon) which is probably 


your only missing talisman. 
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You're faced with two paths. ` Follow the right path until | | Several dwarves, including 
. The right one is optional, but ` | you reach the trench, then | | P ollox, greet you with dim 
. useful — visit it first. | | jump down. Go left all the | spirits. After muttering | 
, | | way to the tower. , something about a dwarven ` EZ 
EE CE SEE Se | | desertion, he gives you | a 
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Hes’ 
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Return to the trench | | Follow the left path. 
entrance and climb back up. |  \ 


with the cannon, he warns 
you not to enter. Do it any- 
way — it's time to enter 
enemy territory. 


Re 


KIE Cnt EE EE ag 


i 
` 


j— 


f 7A) , 


ME LILA (HILL 


Dust off, then head down | ise. 
the hallway. L oase od right again. Just past the 
EE a | —, "a | turn Lied find another 


EG are ger resistant to every p J den d | 
magic, and spend most of their time giggling and dodging your attacks. Homunculi 5 
also love to cast Deadly Swarm spells against you. If you do manage to lower their. 
health, they tend to run away and heal themselves with Regeneration. They do 
have one weakness — on occasion, they'll get stuck trying to run Eë a wall. 


SE an GE 


_ Keep going down the hall. ^^ ^| Go down the hallway until d | After you finish them off, 

| way until you see an open you encounter a Black Guard | head for the next room and 
_ doorway on the left side. | Sentry and a Homunculus. | get rid of another Black 

. Pass through it. a E | Guard par 


| Climb up the ladder. | | As you go down the hallway, | E 
Åe y ————— — — —^.. | try to pin the three | hallway has a Lightning trap | 


Tae | Homunculi down ina cor- | that fires from above, along 
| ner and whack them to __ With more Homunculi. 
*| death, using long-range spell: ei yk —— 


attacks when they run away 


from you. 


Crusaders of J A and Mape 


It drops into an enemy 
trench. Go left and do your 
best to avoid the 
Homunculi. 


Its not as much of a dead- 
end as it looks. Pick up the 

armor, then break the boxes 
to expose a hidden exit. 


_ The other end of the room | 
has a small area containing | 


| several crates and a suit of 
` Black Guard Armor. 


ee t T RAS RR renarna NU ARA RE RE e MR n 


an | Kill m EES to get 
~ the Dark Shield Talisman, 
| Rune of Shadow. Beware the 
open window, however .... 


Š 


The trench se a fork to the 
right. Follow it all the way 
into the outpost. 


| Go back to the fork and turn 
| right. Keep going, then take 
the fork to the left. 
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. Go back to the fork and turn 
_ left. A few steps down, you'll 
find another pair of sentries | 
and an entrance. | 
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. You'll find an outpost with a 
-. few Black Guard Sentries. 


i There's a locked door behind 
| them that you can't open. 


Inside the entrance, you'll ^ 
find a save point. d 
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stranger, the Dark Mage. You ` 
can't hide. A Level 5 Holy 


| to the ladder. 
Wrath spell is your best bet. 


N 


doorway to the right is now | 
| open. Go through it. | 


— Háà 


! UNS | X 2: = Ee es E é ; N = Da | 
e Once you slay your three | / 
` and their Vanish Dust. The ` 


e e 

) P. My ES 
da = | But > 
TS ` e “3 1 
x voca) i She A. e 
F - TE” e n 21 sy 
ae RE keen, A Zeen 3 sé ed 
eh 1 ml ia P 1 * Ze 
` E " d 
sd BEAT. 7 51 
4 t E L e: * Ee a F ] 
"AF 8 ee E? 1] 

é — ae SS | ' 
AR ` 2 Z ` Ch Y 
ss ` Sch ; f 2 
ES ud CS 

a o 
» m ^ F 
N NEE di z^ 
OM Ae i 


Within this chamber you He rudely leaves you to the 
find Necros himself. He mercies of a Dark Mage and 


| Es | One last Dark Warlord 
makes a little speech and | Dark Warlord. Holy Wrath, | 
| 


appears, expecting to find 
Necros. Kill him, then walk 


teleports away. Holy Wrath, Holy Wrath ... P 1 through the green gate to | 
three or four successive | | exit the Stronghold. | 
; castings should do it. | Kr canit ADEL RUE A EIC ME 


It's back to Citadel ... 


=|... and to five Homunculi 


| Aerrin’s flown down on the 

| ferry to pick you up and give |_| 
you the scoop on your next 

mission. Jump onto it, but be 
wary of any Homunculi that 

care of them here. remain. Their Deadly Swarm 
BEER WM H spell can cause you to miss 

" ON ` your jump. 


fn g oo ae E. 


.. waiting for you on the air- 

| ship's deck. You can either 
try to run past them out 
onto the ship's wing, or take 


e LE > ( 1 ^ os Le 


das. "e i Lz E: S d 
A; 7/4 AE éi 7 f, d i, iL A Vi OLY 
VEE, cf ~ 


D 
eem ese 


e e Í e E — a =- 
d “Despite an unfriendly greeting T 
j Aetr in's ferr inc 


. CC pf for the loyal 
i ed to ^ it with 


S fime to corner Celestia 
1c Ls of truth. 


e bedroom appears | 
ardian statues who come 
top deepens the mystery. While y you 've been | 
limb for the Crusade, someone's been rebuilding the 
portal that allowed Ae and Kreegans to travel ` 
lestroyed beyond repair. It must be AN EE to be 


d. us, since any operator of th can: absorb 
all, this repair is er 


Not surprisingly, N nother appearance on 
even further with cru ews of manipulation and dece 
Citadel. Necros reveals his grand plan to harness the pov ve 
sional gatewayyand heartily scoffs at your attempt to stor 2 h 
than ever. Have you and the entire Crusade really ar 
mplete as he sunm 


tug-of-war "emer Celestia and Ne cros? 


Necros’ conquest peas to b 
skies over Citadel Ba | 
e sperati ment. Unable to Ne his vort gone awry, | ros is 
Icenter find. ppears. ag ? 


cros’ fate, Mina up planted face-first on the rooftop wi A e s 


still attached. Just surviving the last five minutes shoul maké you happ 
you have a nagging suspicion that all is not well. There's still no sign of Céle 
you're left with far more questions than answers. But with Nẹcros gone, 
at least for the time Being. 


Quartermaster Korinda. 
See page XX for items 
available here. 


3 Bar (5 ThrAx), 


Info Post 3 BarB (27g, 4 Earth Gems), 


to Controls > e Cr (2 Spirit Gems, 34g) 
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å Now, step up to the gem Run up the ramp. Enter the Guard room. 
platform and jump up. 
E 
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Finish off the Homunculi ; Another Save Point is under 
and head down the hallway. . | more Homunculi ... the last the ramp, straight across 
nas s ones you'll have to deal with. from the room's entrance. 


ANANAS 


UN 


S HINT If you can lure the Black Guard Heroes down the pas- 
x) 1g 


p 
sage to the left and across the bridge, where two more wart, you can hit 
all four at once with Holy Wrath — but it’s not easy. 
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The passageway to the right 


is useless. Instead, head up 
the ramp. 


| There's a Black Guard Hero | | This intersection has two 


at the first archway — kill him |," | more Black Guard Heroes, 
and go to the intersection. 


After the fight, put the ___ Cross the bridge. The force b After you take care of two 
. original entrance behind ~~ field that once guarded the more Black Guard Heroes, 
» you, and then take a left. . Light Lance is now off. — take a right. Go to the bridge. 


mama 
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| Across the bridge are two | In the adjacent bridge room | - Hit the switch to turn it off. 
| Black Guard Masters anda | | isa scroll that says the E 
. Dark Mage. As usual, use | | switches both control gems. -— 


| instthem, | | Both must be turned off to | 
or VOIR bois Dor. .. | deactivate the Light Lance. ` 


— ^ 


= Hit the gem — it turns dark. | Turn back toward the inter- 
EE category eee remm . | section and go forward to 
| the other “wing.” 


You'll find a repeat situation. 
Two Dark Lords, not much ` 
room, and a gem/switch 
combination. 
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— | Go back to the intersection. 
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| After you've killed the Lords, ` | Throw the second switch. 
deactivate the second gem. | | Finally, the Light Lance is off! 


Turn right — you're on your 
. Way out now. 


... turn left ... 


5 
~ Gu 
+ 5 


.. cross another bridge, and ~~ Up the hallway, you'll find | Two Dark Lords are there, | 

, pause to deal with a single 'N the last Save Point of the plus a Black Guard Hero at a | 
| Black Guard Master. i | game. Save. Definitely. Then cannon. Rush across to the 
— — __ follow the hall to the end. | far wall — it's out of range. 


HENT If ‘You hurry, you can run into the royal 
hallway to the left without fighting the Dark Lords. Let 
them chase you into Celestia’s throne room (where three 
more join the chase) and then to her bedroom... but 
don’t let them catch you! 


AA SS 


L^ yop Bs. 


| ; > ^ > 
| Take the royal passageway 


, — you can't miss its bright 


E Follow the trail of red carpet 
... all the way to Celestia's 
| throne room. 


| Guat Heroes. This room’s 
big enough that you can run ` 
add i around and cast Holy Wrath | 

— ^ * ; as they chase you. ! 


OG P M Net 


| The statues attack. Run into 


When you're done fighting, 
, — or just ready to escape — . (despite the warnings) and her room and stay close to 
sa” break into Celestia's bed- _ head for the bedroom. the line of statues. Holy 

` room. It's the passageway hoc ld Wrath is hot if you ve got 
< with the blue security field. ü | e manato power i 


Pass through the field 


"e M 
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One statue doesmt come to | Behind the broken statue This large room has an ele- 
life. Use your weapon to | | you'll find a secret passage- vator in the middle. Step up 
smash it to pieces. | way. Take it. ~ (not too close) and wait for 
— — T ———— T = — it to descend. 


PU 


Necros can't be killed, so 
don't even try. Also, there is 
an endless supply of guards. 
The only way to destroy 
Necros' invention is to 
destroy the pillars. 


. Ride the elevator up. If 
` you're quick enough you 
— — can grab the potions on the 


Well, now — Necros! 


After a speech, Necros com- 
mands his minions to attack. 


. small ledges. 


Look upward and target the 
_ pillars themselves. They're 
immune to Fire damage, so 
you'll have to use exploding 
gems instead. Hopefully you 
stocked up on them earlier. 


om Ta 


A FEE pillar cracks but 
continues to work. When 
you break a pillar, the light- 
ning ceases. 


To win the game, you must 
crack all five pillars or break 
two of them and crack one. 
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ital Statistics 


ke 
Damage 
Bonus (96) Resistances 
[^ MEC ELE OS EUM 


Name LVL XP Health Str Melee Ranged Normal Fire Earth Air Water Body S irit Mind Light Dark 


CRUSADERS 


Aerrin — _— 700 36 20 10 100 100 100 100 100 100 100 100 100 100 


High Guard Crusader — — 650 36 20 10 70 55 55 55 55 56 55 55 55 55 


Korinda, 
Crusader Quartermaster. —_ — 340: 30.20. 10. — 60. 78415: 70 7579 75 75 79 9 


Old Guard Crusader  — —  — 700 36 20 10- 60 40 40 40 40 41 40 40 40 40 IE! 


Quartermaster > 25.2000 385.020.7510. Gn 40 40 er EN 
Celestia, the Lady Arben — — 720 s4 so — 10 — 100 100 100 100 100 100 100 100 100 100 |m PA 


Chamber Guardian Jo 10000 500 60 60 10 l0O-:. 85. 85: 85. 85 55. 100 BE EE B5 


Ursan, 
Captain. of the Crusade — es 1000 60. e 10. 400. 


DASHERS 


Dasher Brute id: . 1600. 400. 600.5750 ——: 10 SE 55. 60 $1005: 60:60... 40 190 40. 60 60 


MM E100 [00 100. 4100-100 190. 1007-3002 


Dasher Scout 3 900 300 50 90 


OE LIT AI N) 30-740 740. MO POL MY D. 


Dasher Ranger 5 2500 450 60 110 60 65 — 65 65 65 65 40 100 40 65 65 


Tamris, Dasher Chieftain — —  — ' 1500 60 110 60_ 01 4:9. 795. 099.5 100 DY. 100 RA LID 95 


DWARVES 


King Aiden Stoneheart, 
Master of Corantha 8 0400 1300 100^ 60: JO 85. — 65 65 |. 65 100—100 . 65.559050. 50 — 100: 


i E. s : Stoneheart Regular ` — = 400; 55 100.60 "00 OS: 100 .-45 .. 65 ..65 05751465: 765.69 


General Martel, 
Warlord of Corantha (M ETE — 400 55. 100 60 Se 100 100 _ 100 100 100 100 100 100 100 100 


Castor and Pollux, 

Dwarven Smithies P xc 55 . 100 60 ik E 65 100 ` 45:27 05 65 65 05 —- OS: 65 _ 
Crown Prince ht 
Dain Stoneheartt —  —  — — 750 55 100 X 60 X 100 100 100 100 100 100 100 4100 4100 100 fe 


Prince Tor Stoneheart. ie o E 680 53: 100 . ::60 - . 100 .100 100 100 100 100 100 100 100 100 


Ironpick Mage co MP 11600 17250 40 20 2405537 AD vos 


55 55 55 35 


on 
[Ut 


80 55 55 


Ironpick Rebel ` 12 400 200 45 30 TO: 2200 17:905. OO DO 50 30 80-50: 50. 


P= ul 
uU jo 


90 Ee 45 


[ronpick Zealot 3900: 200 50 00 « 30 E 45 25 


ELEMENTALS 


Ice Elemental — 1 5 2500 


400 DO. AA 310 037724012; 40: 79: 70 100 60 60 OU 60 60 


UI 


Lava Elemental 6 — 3600 400 — 60 60 10 60 100 70 50 35 55 55 55 55 5 


Stone Elemental. ; _ 5 2500. SAO a vs) 00 AO MES AU LG 35 50 50 60 ` 60 60 ` 60 


Glacial Elemental _ D 3000 700 85 100 10 70: LEE LEE 1/0: 100 60 60 60 60 60 || 4 


Stone Elemental Lord 10 10000 2500 85 100 80 100 
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Vital Statistics, cont^d 
Damage 
Bonus (6) Resistances 
Ford EA ee ] 
Name | iu oc NP. .XP Health Str Melee Ranged Normal Fire Earth Air Water Body Spirit Mind Light Dark 
GRUB 
Hive Warrior 6 3600 700 oi a OU IO 75 70. it 70 70 70 _ 100 70 50 70 70. 
Queen ` lO 4000 800 -na- 50 - 10. 70 70 70 70 * 70-- 70° 70 70 70 70 
LEGION OF THE FALLEN 
=! Shambler 4 1600 150 30 O O 30 "293: EE BEE E 25 25 10 15 
D ail Twice Born Fighter 5 2500 250 45 30 LO Es. 39. AG Li do Es. 45 50 CI 453 60 45 15 25 80 
i Twice Born Caster H 250 45 30. BAUM COLE 933. 08 49 45449. — BO — 45. — das 45 25 80 
© — [nii Homunculus Spellcaster 8 6400 600 50 40 IO ` 79: 90 TA TO —90 90 50 90 70 70 
è d Homunculus Fighter 8 6400 600 50 40 10. 75. 90 70 — 70 —..90 90 50 90 70 70 
- il Black Guard Sentry 6 3600 400 60 70 7 ^20 50 60-— 15: 2100 -.75 .— 60 60 60 60 60 
Nc Black Guard Hero 7 4900 600 70 80 à A 20 2200 A ID op — 65 65 
v =] Black Guard Master 8 6400 750 — BO || 100 — 20 60 70 45 . 100 . 85 70. “270 70. 70 70 
4 (UG Final Dark Mage 12 14400 1000 65 80 30 053; 75 785 EC Hg. 75 25 - 75... 60 .100 
| ! — Dark Mage : 11 12100 800 65 80 30 OS ENGIL oe TB: TS: Rac H3 75: x73 75 OO 100- 
T$ || Necros ` ` 20 40000 2000 75 100 30 70 270 of ad "HS 70 70 70 60 100 
ZS |l = | Final Dark Lord 12 14400 . 1200 _ 90 130 30 BO 75 ES 75 ER 75 . 85 EE 75 SUAM, 75 75 50 95 
d Ir db Dark Lord 11 12100 1000 90 130 Zi coe 50 JY. E ams. 75- 75 75 30. 93 Ge 
= OGRES 
# i i Ogre Shaman 5 2500 550 60 100 — 50 75 90 60 60 60 90 60 40 60 60 
Ogre Clansman ` 3 900 500 65 100 50 75 s0 od 0 00 9 60 40 60 60 
? Ogre Clan Leader 7? 8100 1500 80 140 4 60 0 o0 BO ER 60 90 . 60 3— 45 ` 60 
REVENANTS 
Revenant Captain 10 10000 1500 42 EU 10. 100 65 65 65 100 50 100 50 65 
Revenant Crewman 7 4900 600 70. TO —9-7 10 100 65 oi 65 2100: -. 50. 100 50 65 
Yeti Lord 9 8100 2000 100" — 160: E 50 75 99 © 70 qp dM 7 0 Ce 190. 70. 170; 70 100 
Yeti Shaman 7 4900 600 80 130: —. 50 70 OU 70 70 100 70 70 70 100 
Yeti 6 3600 550 80 130 50 65 45 65 65 100 65 65 65 100 
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EEERREEEBEBEEBEIARARRIEEER EE EEEEEEERE EES 
Attack Possible Usual [8 | 
Pref Attacks Shield Spells Aids Possessions IE 
Spell Fist (25-45) — Lightning (2) Restore Potion (10) Ei 
Heroism (4) E 
Spell Fist (25-45)(Spirit) — Deadly Swarm (3) Restore Potion (10) c 
the Lady Archon Fire Storm (3) IE 
=}, Chamber Guardian Melee Fist (25-45)(Light) — Lightning (2) I 
= or Deadly Swarm (2) Lea 
L1 
High Guard Crusader Melee Longsword Kite — Restore Potion (5) 10 Gold El 
ji Dark Gem ei 
|| Korinda, Spell Fist (25-45) — Deadly Swarm (4) Healing Potion (20) 10 Gold ey 
21 Crusader Quartermaster im 
Hf Old Guard Crusader Melee Longsword Tower — Healing Potion (5) 10 Gold I] 
: Throwing Axe Spirit Gem m | 
| Throwing Axe ph 
3} Ursan, Melee Longsword Crusader — Healing Potion (10) T 
| Capt. of the Crusade Throwing Axe (Light) ei 
-l 
DWARVES El 
Imi 
Castor and Pollux Melee Short Axe Crusader — Healing Potion (15) 10 Gold éi 
Dwarven Smithies Exploding Gem 5 Exploding Gems "il 
Li 
al} Crown Prince Melee Warhammer (Mind) Tower — Healing Potion (30) al 
ril Dain Stoneheart IE 
General Martel, Melee Warhammer Tower — Healing Potion (5) IE 
Warlord of Corantha Throwing Axe Ed) 
King Aiden Stoneheart, Spell Warhammer (Dark) — Holy Wrath (2) — 3 Dark Gems El 
Master of Corantha [3 
Prince Tor Stoneheart Melee Short Axe — Deadly Swarm (1) Restore Potion (30) Si 
Regeneration (1) X | 
Li} 
Stoneheart Regular Melee Warhammer Tower — Healing Potion (5) 10 Gold ei 
Throwing Axe Tower — Healing Potion (5) 3 Throwing Axes El 
lronpick Mage Spell Fist (25-45) — Lightning (1) Restore Potion (10) 70 Gold [eli 
Fire Storm (1) Body Gem nii 
Regeneration (1) Restore Potion Ki 
[2| Ironpick Rebel Melee Short Axe or Mace Spiked — Healing Potion (5) 20 Gold E! 
J Throwing Axe 2 Throwing Axes [23] 
Mana Potion rd! 
“S| Ironpick Zealot Ranged Fist (25-45) -— — 40 Gold d 
zl Exploding Gem Exploding Gem gi 
| DASHER S 
;| Dasher Brute Melee Club Spiked — Vanishing Dust (5) 70 Gold, Earth Gem E 
— Healing Potion si Te 
1| Dasher Ranger Spell Longsword (Body) — Deadly Swarm (1) Vanishing Dust (10) 100 Gold G | E 
Heroism (1) Spirit Gem n * 
nil Mana Potion al 
fl} Dasher Scout Melee Short Axe — — Vanishing Dust (5) 40 Gold nij 
ra] Throwing Axe 2 Throwing Axes eli 
Lal H H | 
rd] Vanishing Dust ei 
[3] Tamris, Dasher Chieftain Spell Longsword (Earth) — — Restore Potion (10) ra] 
El [ali 
=| ELEMENTAL EI AA 
2l Glacial Elemental Spell Fist (35-80) (Water) ak Snap Freeze (2) 2 Water Gems E i 
i| Ice Elemental Melee Fist (30-60) mud uL MET Gn 3 
j| Lava Elemental Spell Fist (30-60) (Fire) — Fire Storm (2) Fire Gem, Mana Potion 5 
|| Stone Elemental Melee Fist (30-60) — — Earth Gem ia 
Restore Potion - 
al 
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Freezeball (Dark) Mana Shield (2) 2 Healing Potions 
Exploding Gem 


i 
ira] 
Attack Possible is 
DH . e PHA 
Name Pref Attacks Shield Spells Aids Possessions fral 
GRUBS (H 
Hive Warrior Melee Fist (30-60) — — Dasher Nut (5) 2 Exploding Gems IE | 
Queen — — — Fire Storm (4) — — rd) 
I | 
(LA) 
LEGION 5 
Black Guard Master Melee Battle Axe Tower Lightning (2) Vanish Dust (10) 260 Gold imi € 2 
Exploding Gem (Spirit) Heroism (2) Vanish Dust ja i 4 
Throwing Axe [pi 
Black Guard Sentry Melee Longsword Tower — Vanish Dust (5) 150 Gold dëi e 
Throwing Axe Throwing Axe Id bs 
Black Guard Hero Melee Longsword (Dark) Tower Lightning (1) Vanish Dust (10) 200 Gold ju | 
Throwing Axe Regeneration (2) Vanish Dust EE 
Exploding Gem x 1 
Lt} 
Dark Lord Melee Warhammer Tower Lightning (2) Healing Potion (5) 490 Gold e 


Ir [r3 rd] 


Dark Mage Spell Fist (30-60) — Fire Storm (2) Restore Potion (5) 490 Gold 
Lightning (2) Restore Potion 
Regeneration (2) Dark Gem 
Final Dark Lord Melee Battle Axe Tower Snap Freeze (3) 3 Exploding Gems 
Freezeball (Body) Mana Shield (3) 
Final Dark Mage Spell Longsword — Fire Storm(3) 


Lightning (3) 


Homunculus Fighter Melee Fist (Earth) — -— Dasher Nut (5) 260 Gold 
Mana Potion 
Mind Gem 
Homunculus Spellcaster Spell Fist (30-60) — Deadly Swarm (2) Dasher Nut (5) 260 Gold 
Fire Storm (2) Mana Potion 
Regeneration (3) Mind Gem 
Necros Spell Fist (Air) — Lightning (4) 


Deadly Swarm (3) 
Heroism (4) 


Shambler Melee Mace -— e 70 Gold 
Twice Born Caster Spell Fist (30-60) -— Fire Storm (1) 100 Gold 
Dark Gem 
Twice Born Fighter Melee Mace Spiked — 100 Gold 
Throwing Axe 2 Throwing Axes 
OGRES 
Ogre Clan Leader Melee Battle Axe (Earth) — Deadly Swarm (2) Healing Potion (10) 1000 Gold 
Regeneration (3) Healing Potions 
Earth Gem 
Ogre Clansman Melee Club — -— 40 Gold 


2 Throwing Axes 
Ogre Shaman Spell Club (Air) — Fire Storm (2) 100 Gold 


Regeneration (1) 2 Restore Potions 
REVENANTS 


Revenant Captain Spell Longsword (Light) — Crusader Holv Wrath (2) 5 Spirit Gems 
Revenant Crewman Melee Longsword Crusader — Air Gem 
YETI 

Yeti Melee Fist (30-60) Spiked =- 150 Gold 


Freezeball Light Gem 
Yeti Lord Melee Fist (30-60) (Light) — Holy Wrath (3) 2000 Gold 
Regeneration (2) 5 Mana Potions 
Spirit Gem 
Yeti Shaman Spell Fist (30-60) (Water) =- Holy Wrath (2) Restore Potion (5) 200 Gold 
2 Restore Potions In 
Mind Gem 
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Spell Mana Cost at Rank Damage 
E Name 1: 23 34 is 


p 


sae meres EE N LERE 


Deadly Swarm 40 50 60 70 80 ` 


d 


C, sales of A 


40-7 äi S 


< 


Duration 
(secs.) 


6 —> 18 


AE aud 


Radius 


| (feet) (knockback ) 


T —» 35 


em Fire Storm 20 35 50 65 80  60-100/ball less than a second 30. 
“me Holy Wrath 50 70 90 110 130  100-150/foe 0.5 —215 IS —> 35 

p Lightning 25 50 75 100 125 . 8S0-120/arc less than a second A 
EE E 20 —240 

Heroism Ee EE ks 60 OE 

Mana Shield 20 55 90 125 160 e 40 — 60 A 

40:60 =: 80 100 120 Bee EN . 0 


Strength Where first found 
40 —> 60_ Duskwood {Died 
100 Escape from Stronghold. 
.100 Glaciers (City of Anc) ` 
50  Corantha (Rebellion) _ 
— — Corantha (First Visit) . 
ERA Escape from Stronghold 
—  Duskwood EE 
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